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- High-velocity weapons are trained on you- 

- The fate of the free world is in your hands- 

- Your NINTENDO POWER subscription is about to expire- 
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rnagazinCgnd you' Bjpset your ch 
three P ffife r's Guides- CALL NQbJ 
the inside information you need 
unpleasant surprises- lr&pfD-c£ 


PI.HASH RESPOND.,. 


If ue cfcn't ter from yxi we cai ally assure; ths worst- 


PLEASE PRINT LEGIBLY IN INK. 
MBR # i i I 


(Located above your name on YOUR rrwf'.azlne ^dress label ) 


Choose a FREE PLAYER'S GUIDE (regularly $ 11 * 00 ; 
when yau renew now' 

□ Star Fox 64 (#2867) 

□ GoitienEye 007 (#2868) 

D Super Mario 64 (#2869) 

CHECK ONE: 

□ 36 ISSUES for S49.9S ($69.95 Cdn.) 

$17fi.5Q newsstand pnce-SAVE $153-25' 

□ 24 ISSUES for $36.95 ($51.95 Cdn.) 

newsstand price-SAVE $S3i*&5' 

□ 12 ISSUES for $19. 9S ($27.95 Cdn.) 

$5^-40 newsstand price-SAVE $3^-45' 

Prices ftste d Include* ell applicable text's Prices *rc subject to change 
If you vc ^lrct>dy renewedyour subscription please disregard this notice 
Plr-.Tso s/low * -G weeks for delivery Include this order form with your pay 
m^nt or credit c.erd Information in the enclosed reply envelope and mail to 

Nintendo Power® 

P.O.Box T ?043 
Redmonrii bU ^ 6073-^743 



I'd PAVING FOR THIS NEHBERSBI 0 BY (CHECK 0NE)i 

□ CHECK OR MONEY ORDER □ VISA □ MASTERCARD 

Payable to Nintendo (Plense don t stnple your payment to the order form. 

rind Please do not send c^sh Sending cosh will hold up processing of order) 



CARDHOLDER S SIGNATURE 



Canadian residents Pleas* remember to use np international postage stamp 
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*>n/y Nintendo ' •agazme gives you the information you ^ 

need to avoid being caught in the sights of an automatic 

weapon. Each month you'll learn secrets that will allow you to "SsEr w 

infiltrate heavily-guarded enemy installations. Every Issue will . ^ gE? 

reveal data that will help you destroy the weapons which J 1 WPifX 

threaten the security of, the entire globe. Call today or use the. 

attached order form , and mull be rewarded with a FREE J — j, j 

r'l-rer’- &ride worth $111 Just $19.95. gets you all 12 W^gSSL*/ jfPHf P 

m nth «y issue*, ^CUSall the extras only subscribers receive: t .«r JRH J 

ffte gfganhtxJ. muary Bonus Jssde, Super Rower Stamps to 

♦ likec^ QlIpjif&cfirpS jp cm stuff,fr pmjft eSuper Power Supplies Catalog, and 
rttJlSHEHhtoBGtmsi RENk/tmtWI CALL TOLL FREE: 1-800-255-3700., 
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Two gridiron 
duke It out in 
our head-to- 
head review! 
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Hi-res graphics vs. 
ease of play. Sim 
made vs. fantasy draft. 
Find out haw these fab 
footballers performed In 
training camp and which one 
should be your tap draft pfchl 
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NFL OB Club/Madden 64 


Diddy Kong Racin 


Duke !\jukem 


Kirby's Dream Land 


Diddy Knny Racing 


Poll Contest 


Now Playing 


Duke Nuke 


Tht announc* ru nt of Diddy 
Kon Racing caught almost 
everyone wy surprise, but you 
sfiouftfn't ha surprise! fa 
I e arn that this ak is *h>. ,jr, 
up tabs one v the most 
axciting and most fun raciny 
^ninus aver. Tag along with 
the Power Pit Craw as wa 
take Nintendo^ newest 
screamer down to the track 
for a tost drive. 


If our cdmmuf > was this 
thriliin we J d ntVer want 
to gat out *f our cars! 

We gfv* yiu the green legist 
jn all the shortcuts, keys 
and secret vehidas in 
MM way's road rally s>nsa v 
tioa Full m®i-s in 1 tap tips 
start on .itga 34, so strap 
yourselves in an i §at ready 
to put the pedal to the met al 
That oush is on! 


nmmrn 


When its tune for 6 gome 
of Duke Nukem m the NP 
offices, you'll hear the 
rally cry: Gome get some! 
Now you cen get the scoop 
on three of the most 
hainous stages in the 
gome. Our step-by-step 
guide will help ensure that 
you don’t end up os a trophy 
on some alien% wall. It ain't 
pratty—but it ain’t meant 




















MM 'MILU 


Lette* regarding our IQOth Issue’s list of the best 100 and w o<r*fe 10 
games have been flooding Into our marlroom. What better irtMth 
November for you to tell us which games you're thankful for and which 
games you think are out-and-out turkeys? 



Heavy Rumbling 

Although Mr Itoh had a 
good point stating that the 
Rumble Pak could seem 
heavy while playing RPGs 
since they take a long time 
to play, I still think he should 
make Rumble Pak compati¬ 
bility for E^rthBound 64 Th* 
Rumble Pak adds excitement 
to a game, and when J play 
Star Fox 64, I forget about 
the extra weight because I 
am so engrossed in the 
game As long as you can 
keep the games enjoyable 
and exciting, you should 
make them compatible with 
the Rumble Pak because it 
wil! greatly improve the 
gaming experience 

Doughs Rab 
Via the internet 

Games as Fluffy as a 
Wampa 

At first, I was disappointed 
with the N64 The games 
(with the exception of 
Super Mario 64 and Star 
Wars Shadows of the 
Empire) lacked deoth Every 
game hid behind phenome¬ 
nal graphics and killer 
sound But where was the 
complexity? This disap 
pointing trend reached its 
peak with the much-touted 
Star Fox 64 It took me, a 


minutes to beat the game. I 
was so annoyed that I 
almost sold my N64, but I 
im glad 1 didn't I just got 
GoldenEye 007 It has s 
graphics, sound AND a 
story line 1 Only Super 
Mario 64 can come close in 
game play Jt builds on 
Doom In a way 1 thought 
could never be done They 
say th.it it takes a while for 
game develop*rs to * I earn" 
a system to fully exploit its 
potential. J think the wait 
time is over GoldenEye 
made quite a splash m my 
book> and, as you may 
have guessed, my book is 
rather hard to £ven land in 
fames Armstrong 
Via the internet 

ft stems to me that you 
think great graphics make a 
gieat game. I enjoy the 
occasional Frogger Star 
Wars Shadows of the 



fluff with a dash of story 
line thrown in. Music, 
graphics and a license don't 
make the gam* Gam* play 
makes the game. 

Kyle Wade 
Bedford, IN 

If hunting down Boba Fett, 
piloting an X-Wtng and rac¬ 
ing the Swoop Gang is fluff, 
then we're a wookie's unde 
(trust us, our nephews aren't 
that hairy) Indeed, game 
play is the most important 
part of a game, so why just 
make the "occasional 
Frogger N when developers 
can enhance its game play 
by incorporating the N64N 
revolutionary abilities? By 
fully exploiting the N64's 


potential, developers strive 
to improve game p/ay, not 
compromise it. 

Out of Africa 

I'm a missionary's kid living in 
Nigena, Africa Where I live, 
near ihe equator, playing 
Nintendo games is perfect for 
bonng rainy days On sunny 
days, I can step outdoors and 
dream I'm on a safan wrth 
Donkey Kong and his pals NP 
is a great way for me to stay 
updated on the latest news in 
the world of Nintendo My only 
regret is that I don't own an 
N64 yet When you think about 
editing out the reviews and 
secrets for Super NES games, 
remember all of the little people 
who are living in the past As 
they say in my place "Ka iso"— 
keep up the good work 1 

Jason Dodson 
Via the Internet 

The Volume 100 Time Line 

So, Nintendo has been around 
for 107 years? You forgot to 
change your calendars again ^ 
Sham* on you 1 

Philip Keffer 
Bradford, Ontario 
That's no typo in Volume 
100's time line on page 8 
Nintendo actually did start in 
1889 Before making video 
games, Nintendo began .is .1 
19th century game company 
that specialized in making 
playing cards called hanafuda 

Ttie Top 100 

J noticed two large problems 
with your top 100 in Volume 
100 First, there were many 
N64 games near the top Super 
Mario 64 is an incredible 
game, hut so is Super Mario 
Bros Plus, SMB had more of 
an influence on home gaming, 


gamer of moderate skill, 37 Empire was a 1 ! graphical 



Bill Bergen • Kswkmf/n, Michigan 

mrrno power 


Background Aft Amber Kelso, Fayetteville, Tennessee 




AffiTFENDO- 


which, j n my book, makes it 
the better game How could 
you not put the bona fide great¬ 
est game-the game that paved 
the way for the entire gaming 
revolution, the game that creat¬ 
ed Nintendo's success-at the 
very top of your f/sOT 

Josh Mattern 
Mannington, WV 
Pong was the first mega hit 
video game, but few would 
consider it to be the best 
video game of all time. In our 
book , '‘most Influential" and 
"best ’' are two separate things 




tewoN Dphm* ‘befoul 


We are curious as to the para 
meters for the Top 100 Games 
of All Time We are even more 
curious .is to wh.it prevented 
DKC, DKC 2 and DKC .3 from 
being included in the elite 10, 
We cannot argue the decision, 
but we are concerned ?bout 
the stability of the debaters 
Lot us pray for them 

Joel Hochberg 
The Rare Partnership 
Co- chairman. Management 

Committee 

Stability , schmabihty 1 Dor/t 
pray for us > pray for those 
darned voices in our heads 1 

I haven't always agreed 
with Nintendo Power, but 
Volume 100 brought a 
5mile to my face Your new 
rating system is very 
appealing because I always 
felt the old one never said 
much about the game I 
especially loved the hon¬ 
esty in the issue’ Your top 
100 games weren't all 
Nintendo-made titles, and 
you even admitted that not 
all of the video games that 
have cone out for your 
systems were good (J nom¬ 
inate Home Alone’) The 
list was very thorough and 


included many small titles, 
although Mario Kart 64 was 
a little high up All in all, 
issue 100 has reaffirmed my 
faith in NP 1 Issue 150, here 
we come 1 

Joe Jerome 
Via the Internet 
We continue to support 
Mano Kart 64's high posi¬ 
tion (#4) in our top W0, 
because of the game's high 
rephy value and four-player 
breakneck action And we'll 
proba6/y still be Power 
Sliding to our Karts' content 
come issue 150 By then, 
the upcoming Diddy Kong 
Racing (Mr Hochberg will 
be glad to hear this) will 
surely find ? home near the 
top of the chart with the 
game's mix of Mario Kart 
64's racing rivalry and 
Super Mano 64's adventure 
and exploration By averag¬ 
ing SM 64 and MK 64's 
rankings , DKR could very 
well land in the number 2 
or 3 spot in our top 100 
Then again , Volume 150 is 
years away from DKR's 
November 24th release 
date, and who knows what 
new developments could 
happen in the meantime? 
(Maybe Home Alone will 
seem even more horrible 1 ) 




Jason l aunQ r 
Terry Munson 
C~*ul ShlnotJ 



Howard Linmin 
Pistisr Main 
Dm Dmrmim 
f*MiHagers 
Juafi * TlngdaU 

Aartstwit 

Tatfa Dyment 
Cor-c# Greun 
Amy Saylor 

Pioou*vwn Coorttoatori 

Mayumi Eulsun 
MacMka Dehter 
Money Ramsey 

(li-Wijn/Prtttrw**; Supervisor 

Jay We/ yin 
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Oi LefT.v 

Kim Logan 

Dr^jplVsoiMrvf 

Jim Catetjrf 
Tim Garret 
MarK Johnso n 
Coral Walter 


GHTrtii 5*r*t»>oy & B! 

V DESIGN 


V Oe*!w» Art Dtrrcior 

Yoshi Or/mo 
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The cc var photo is 
propr rty ofth* NFL. 
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Gold jnEye tbps th~ N1 charts a second time, but Jamas Hond mayMtyh havamore 
to worry about than keepinf the world safe and his tuxedo dean. Thilf* lonth, Diddy 
Kon* Aacin • blazes onto the senne, and the game will definitely give * a niftifcr his 
money. Find out about mar : DKfl for yourself in our preview on 



They say you only live twice The 
some must also go for topping the 
Power Charts, because for the 
second month in a row, James Bend 
comes out on top 


GOLDENEYE 007 



Tine fxM 
lit tX* 



In their anxious anticipation for 
EarthBound 64. RPG fars are redis¬ 
covering the original After months 
o f f the chart, the adventure lands in 
the number 8 spot 


rwf LEGEND or urn 

Aim TO THf FAST 





SUPER MARIO RPG 


GAME 

COMPANY 

Lin 

«wjr 

■vnu 

Nfiiir 

1 GOLOENEYE0O7 

NINTENOO 

I 

II 

2 STAR FOX 64 

NINTENDO 

2 

6 

3 MARIO KART 64 

NINTENOO 

3 

II 

4 SUPER MARIO 64 

NINTENOO 

4 

14 

S STAR WARS: 

SHADOW'S Of THf CIBPIRC 

NINTENDO 

6 

14 

6 TUROK: DINOSAUR NUNTER 

ACCLAIM 

S 

14 

7 BLAST CORPS 

NINTENOO 

7 

6 

8 (RUIS'N USA 

NINTENOO 

9 

11 

9 KILLER INSTINCT GOLO ! 

NINTENOO 

— 

12 

10 TETRISPNERE 

NINTENDO 


1 


1 TNE LEGEND OF ZELDA: 

NINTENDO 

1 

69 

AliNt JOJHS PAST 




2 SUPER MARIO RPG 

NINTENOO 

3 

19 

3 00NKEY KONG COUNTRY 3: 

NINTENOO 

2 

13 

DlXlf KONG'S DOUBU TROUBll 




4 FINAL FANTASY III 

SOUARE 

4 

35 

S CNRONO TRIGGER 

SOU ARE 

5 

28 

6 OONKEY KONG COUNTRY 2: 

NINTENOO 

— 

31 

BIDDY'S BONG QUEST 




7 DONKEY KONG COUNTRY 

NINTENDO 

7 

37 

8 EARTNBOUNO 

NINTENDO 

— 

27 

9 FINAL FANTASY II 

SQUARE 

9 

60 

10 HARVEST MOON 

NATSUME 

10 

2 

-✓ 


DONKEY KONG IAND 2 



M ?* 

NINTENDO POWER 


1 TNE LEGENO OF ZELOA: 

Urn’S AWAKENING 

NINTENOO 

1 

55 

2 DONKEY KONG LAND 2 

NINTENOO 

2 

15 

3 SUPER MARIO LANO 2: 

i GOLDIN COINS 

NINTENDO 

4 

60 

4 TETRIS 

NINTENOO 

— 

60 

5 METR0I0II: 

mtlRN Of SA/HI/S 

NINTENOO 


71 


l ZELDA 64 IN64) 


2. NINTENDO 64 DISK DRIVE 

3. GOIDENEYE 007 (N64) 


4. YOSHI'S STORY (N64) 

5. STAR FOX 64 (N64) 


MM 


6. SUPER MARID RPG 2 (N64) 


7. EARTNBOUND 64 <N64) 


8. BANJO-KAZDDIE(N64) 


10. TURDK 2 (N64) 


9. MORTAL KOMBAT MYTHOLOGIES: SUB ZERO (N64) 





















































































LETTERS. CONTINUED 


If You Can’t Say Something 
Nice... 

I have a few comments about 
your "10 Worst Games of All- 
Time " I think you were out of 
line publicly bashing these 
games and programmers About 
Shaq-Fu, you wrote "Jt is not 
humanly possible to come up 
with a worse idea than this " 
Why don't you call them all stu 
pid morons who have no idea 
what the/re doing next time? 

As a struggling programmer 
myself, I know ail too well the 
frustrations of video game pro 
gmmmmg And considering I’ve 
never seen a game made by the 
folks at Nintendo Power, and 
considering I doubt that these 
companies publicly bash you 
people, I think it was totally 
inappropriate If you don't like a 
game, fine, but for heaven's 
sake, have the decency to keep 
rude comments to yourselves 

Ala rc Hansen 
Via the Internet 
Considering that we're a video 
game magazine and not Better 
Homes A Cardens , it doesn't 
seem out of lint for us to lie 
critical of video grants As a 
gam mg mag, we set forth our 
opinions on games to give 
readers an idea of what they 
may nr may not want to play 
We're not pretending that we 
could make a better game, and 
we're not saying that the pro¬ 
grammers are morons But just 
because programmers don't 
have a forum to publicly bash 
gaming mags, it doesn't mean 
that it's unfair for us to editori¬ 
alize Should Roger Ebert stop 
critiquing movies just because 
Pauly Shore doesn't have a 
chance (or the reasoning skills) 
for a rebuttal? Being that you're 
a struggling programmer , our 
list should at least help you 
learn from the mistakes of other 



The Great One 

Sure, it would be as cool as ice to have a nnkrul of NHL action 
in your living room, but where would you park the Zambom? 
Derrick Lam, the Grand Prize winner of our Volume 93 
Player's Poll Contest luckily had enough room to at least fit 
"The Great One" and other digitized hockey greats in his 
home The eleven year-old from Olathe, Kansas won his very 
own Wayne Gretzky’s 3-D Hockey arcade game along with an 
N64, a Gretzky GamePak, three extra Controllers and four 
Memory Paks '“hats more ice action than you can shake a 
hockey stick at, 
but we're sure 
Derrick’s not 
complaining 1 


Watch out, 
Gretzky, tho puck 
stops here* 
Dernck Lam heats 
up the ice with his 
Wayne Gretzky's 
3-D Hockey 
arcade game 


our fighting game masterpiece. 
Killer Eliert Gold 5hore-Fu 

Doh! 

Like programmers , we make 
mistakes, too In Volume 100's 
Top 1OO Best Games of All 
Time, we ran Mega Man X's 
description instead of Gradius's 
description for numlier 76, and 
in Volume 101 we featured the 
wrong picture for Marlene 
Martins' entry Anigh Here's 
what we meant to show 




The only Gradius game for the Super 
NES brought the space-shooter tradi¬ 
tion from the NES intact and m 256 
vibrant colors The amount of quality 
that programmers used to cram into a 
mere four megabits of game memory 
truly boggles the mind 


WRITE AWAY RIGHT AWAY! 

The season to be jolly {fa-la-la-la-la la-la-la-la) Is just around 
the comer. What game is making your list? What are the naughty 
folks getting? You’d better not shout and you’d better not cry or 
else you might just get a Lump of Coal 64*. 

‘Not a reel product Otter not valid (it’s up to Santa, anyway) 


programmers Now, please 
excuse us as we get back to 
putting the finishing touches on 

Background Art Danny Roberts • Waterbury ; Connecticut 


NINTENDO POWER PLAYER’S PULSE 
P.0. BOX 97033 
REDMOND, WA 98073-9733 
E-mail: noapuise@nlntendo.com 


PHONE DIRECTORY 

NINTENDO 



1 - 800 - 255-3700 


(1-800-422-4281 TDD! 

•^£ jh-9 ijtl Pacific ti^' 
Menday-Saturday 
5 am-7 p.m. Sunday 
FrWCfi- and S^anish-spa altu| 
ff 'rmntativa* ir* m'dl'ile. 

TALK TO 
A GAMS 
COUNSELOR 

1 900 - 288-0707 

U S. SU»0 par minute 

1 - 900 - 451-4400 

Canada SZ.00 par minute 

(1-425-B83-9714 TDD) 

Gam.-9p.m PecifiBlims, 
Monday-Saturdoy 
Cam 7 pm Sunday 

Callers under age 19 need to obtain 

poreuto! permission to cell 

POWER LINE 

1 - 425 - 885-7529 

Prerecorded Game Tips 
and Future Product 
Information 

News about recent releases amiupcoming 
games for nil Nintendo systems 
Cdl for help on GoMsnEye 007, Star dux 64, 
Hwcao, War Gods, Super Mario 64, 0N»« 
Corps, Turok. Dinosaur Hunter, 0oom€4, 
Killer Instinct Gold, Star Wars Shelton of 
ihe Empire, P i In t Wings 64 and Mori* 
Kombat Trilogy foi the Nintendo 64 
also help foreny Super Mario name Mirth* 
Supei NES and NES, Ornikey Kong I Hw l 
DKL 2 loi the Gams Boy, eny Zelda gmi. 
Donkey Kong Country 1,2, and S, Hm* 4 
Moon, Lost Vibings 2, EorthEoud, Ofci—t at 
Gain, Lufiall, Super Me trerd, $o«r*M 
Evermore, Chrono Trigger, Final 
Supci Mono KPG, Breath rtf Firef aalp 
Killci Instinct, Street Fighter Alpful 
Mortal Kombat II, Mortel to wn hat 3 m 
Ultimate Kombat 3 This call may he Inofftcs 
Innco, so bo eure tn got permission IflMt 
wtioevei pays the phono bill before you *.Ml 


NINTENDO 

POWER 

SOURCE 

www.nintendo.com 

E-mail: riintendo@nmtendo com 

# i •* * ^ 

# 

voime m : J ; 
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inr k jpl \y f „• as nfr fej# 
Bic %oh(jJis rtf th^Nfc v yimprcssli, s 
nyF^? ipfife ^ci^crtt io t'-i.ld4nHyc> Not 
only do you tfay^ perfect corilM rtfYUn 
fcg ^SvjU dj|£'ha^arffi 'frame; sp^ed, i'# 
graphic* r^mnin CJf^sLal eh'ar. Expert 
games to take extra time, became you'll 
want to review every play. Not only is it 
beautiful) S' tyi 9t*.- You can see exactly 
what you-j i ri^ht 0 ! v rong on a play. 


owning, pain# • 
anywhere in the 
ih&hift picture. 


With cle*!r co 
and inserting* 
scena, it's has 


foe $ run tfnch piny toi wflrfl or hack, 
wr 0 one frame at a time or at a faster 
#n stopping at any point. 
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mijor video t * me aehif ement, * 
Wf tfoeij* §a»-e. A" it 1 •ms out, ' 
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Scott Petfood 


Both games are fun, no question about it. But 
for my money, QB Club is the winner. The 
graphics are amazing and play control is a lit¬ 
tle bit more realistic. Also, I don't fed as if 
calling a running play is always risky. I miss 
the intelligent way that Madden's plays are 
laid Out, though. Finally, I think having the 
NFL license is a big plus. 


Not Jonty g$ QB ‘Club th west looJc- 
otbulf c.anw, itVth best 


ing N64 

looking viiiio sports g?' 4 * - ovefc It pT 

w s designed from the grftund up as <3V 

an and if $h^ws in fL- : 

clarity of figure*, the, sharpness ^f > 

ivxture^ and thq smoothness of the 

animation. The hi-rcs A graphics 4 

mode deltyers extra lines* of resolution * *d there is no 

in frame rate speed. As for other gra- * ic features, • 

Option scfeei^ are dear j^ut crowded 4 ' havityiting , l 

can be irfeky at first. J_ ■ , I V' 


a> ISflCK W5J.*’ 

btoUBfift AHfi 


The Tournd(nent mode is like setting 1 
up' a playo/f ladder with 4. 8 or 16 
Wamv-gre.i} for multiple players, the Season 
mode is ju^i wbat it says, a complete NFlfsea- 
son, You c®» play as many or as few.gamSs as 
you want and let the computer simulate, the 
remaining {James. The Playoff mode is.a (ouji 
namcttttha? pd| t*> the Simper Bowl. The Sw 
impoHapt hotJsptnying mode it the; NJanajl* 
Roster option, Here you <stn trade and erpafe, 
players, create teams, draft fantasy teams, set 
a salary ci>| and pick up free agents. If you tan 


One of the fc ■.■hefilydf-the NFL Rcenie is that 
W QB Club ha real (feams battlm*. Ove*. 1,/fi 
'JL championship, in Nir't Slay modi, you'll find 
$eaS»n, Jtournam .'n^. phyoris and pre.sea*on 
aetijln, «|| Of whjih can fie, dyed oh ? 
Controller cak, so you can take# with you to 
p. friend's fiuuse al«hg. w»fb any y>K'al wved 
■ ^aifls f jyod.‘may h.4c cffitcwjpihi-r mod.-* 
irtH&dfc quick play and simufittidns, Tb* sim 
motfe gives QB- Cfobyxtra replay potenti.il 
sined you have dozens of tough sceparios. for 
instance, you can replay, the tah^ffluarferof 
I last year’s Super UowUs the Pats 


do it in the NFt, you can do it here 
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Paul Shinoda 


This is difficult, but Madden's play book 
made the decision for me. The graphics may 
be less detailed than QB Club's, hut it seems 
that the animation is more realistic. Also, 
you can dive waaaay into the gameJhy setting 
up plays and personnel. My only regret is 
that running plays are so useless. Where did 
all that great design go? 


For :fl (praise 'ffi fcus. 6 ebp<$f 
bpoh til Clufi^* ^aph.lc5, ft 
•should be d 1 tb% 

Ibofe d^pailmf ifti fh*? Apifnatipn 
is: feajfi^fcic^ r a#td fh ^fiaraeters 

took gdod^f tspotiaBy r-ci^sc up 

Plitys'a.'ffe cte^rly diagrammed jiH 
fcBelfd vvllh |jftrbp*3aU; /fed 
ifcmter biif tons. No oth <-r iVliaftfe ip 


oSififlfiwV 'i t 
4 'aoi 5 rMcir wt 


CiOUNILK 


Within tl|L reason nrode, you ha veopttoftsThaI include trad¬ 
ing *igntog, ah| creating new p^ts. ft ftie,fantasy draft, 
you can create ateairt composed oflftefet NTLPA pfayers. 
^Madden 64 the .players, :it /u5t doesn't have the NFL 
logos.) Tournament mode allows y.qittd build ladders of « Or 
16 teams. Vou also have a top of 'cptionsdiicfjjiding fatigue. 
Mite mode, salary caps and trading i j- * j 
leadlines. Although therms op 
mode, vop efti «play with historic^ 1 


•WST**' y 


V * a 


} 4 oi ^amnig ophp* 

T • > j Maddep64js »He4s^s6 

Atftinsjve as that of QB Chib. Exhibition \nd 
season modes arc pretty basic option 1 >ov n 
taft *ave season date* out a Controjli^r I 
Wti choose which Raines to play . ton-can" 
wen set up custom division alignment 1 


occur f an »««•«» i 


NINTENDO 64 




































J (hyj fjfo Club's 

play >.•» cir ' with the aitotag 

Gdntr^) Stick- Stick to apJjvyo*r player.. ^ush 

tiW stick HK vtay, ahd thepfoyerfum at. half sj|>ed. 
c,utt(¥fe Acttv^ ^pe<|al movis such as lateral, itiff arin 
u«rk4e. V*u csrr *yc» choose Jl>e Jcjia Madden Football 
.V* i'«»nirolL:' ' (juration Detc.tisiye apiii.il mpve* 
Sl^^wira jvr*£e*itfid Pass ratdung 


Dan Own 


It's a shame that both games are so good and 
it's almost impossible to .make a recommen¬ 
dation. But if I bought one of them, it would 
he \FL Quarterback Club. It has the best 
graphics and the spin move on the controller 
is an awesome idea* While Madden's graph¬ 
ics aren't as good as Q8 Club's, they were still 
nice and the game is easy to pick up and play. 


Quarterback 
Club '9a has 


'«**m ir* LyilimN 
TEAM COLOR; ifllfe ^rpEjN 
HOME 5 TAD! 0 P^Sfecl/iiSr?fAl 
PLAV CALl^ ifeACKEHS 


tom options to 
kovp ‘diehard 
fans busy. You 
can play the 
part jjrf the 

tycoxng- by putting together 
your Own N6L team. You can, 
even play the part offer more 
powerful forces’ and create 
entirely new playeis. If you 
begin modestly hy building a 
team, you get to choose a 
name, [team colots, home stadium l|chpp?e an MC 
M^iuqpV play im 0 y| 1 ^c(t oifc^nj NFl team, am 
team abbreviate*. Tp create a pfe^jpry you eof^r tys 
rjarofci ^osjtiom popi^ r and other bio cfc«t o, then 

giaye m tjo the^blll'tjnlfetlr j^rajlfe: 


TEAM 




1 Draftuigipteyera take* yjpu. to 

the veiy bear* *| running a foptbatt 
tgahft It isn't easy, eve* with a(l the 
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NFL QB CLUB/MADDEN 64 


metbotCf£%Ti >Osjng> 
■p%VQ£ - ( i^- <noy not' 


Henry Sterchi 


The graphics in QB Club are stunning—3-D 
soft-skinned characters running in 640 x 480 
hi-res mode at 30 frames/second. The analog 
sensitivity in the play control and the special 
moves controlled by the Control Stick are 
also impressive innovations. Madden 64 is 
definitely the best Madden, but it's not quite 
at the same level as QB Club. 


remember and gaK ; — — 

'• '■ >. P a 

f?onriguratfo>» tb^ \ ' ^ 

ttv>st of Iny ^,etup for eithtfr game. Specif mow 
include ^pms, htlrdles, laterals, extta speed and ghtete 
Defense haf the swim mO£«? ffur fighting 111 rough 
blocl^rs). anrfa power tacMemove Pass catching Js 
aitfom^tic it the tttre^v fc’Vw* thivmtgiey -/iy 


As CM for yoOr ehoserUeam, 
you have complete dfrnirol over the 
( sqitfffi Von can players, sign 
j freea^wits> release pljtyi*s to frecuip 
I *• rostei&pGts and feor^r your lineup, 


moving backup pkiy- 
ers ifito first team 

3 fy. lw.| *W'»* iC 'Jr 

positions. All these 
player moves allow 
ypu to pul together rt 

cpntdftcfcfr ' : d&3 


Madden 64% creatv-a-foot- 
fealMegend Option h similar 
to the one ip .QB Club. After 
choosing die baste *ueh as 
your player^ name, position. 


u.U‘ i In 


b^gb^and height, yW^4, 'Mi 

bte ability hi five key JBy 

Allies for h^ posftluri^^j 
have ct luni&d number of 
points to give youf ere- 
auon and a^ you increase his attrib- 
utevyouHl mo increase life salary. 
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TvrryMumon 


I vote for QB Club in a big way. There are a 
lot of reasons. The graphics, the NFL license, 
the options. I feci like i .tan do more with 
QB Club than Madden. I'm ready for a new 
football game and this is the one. Madden is 
basically a tweaked repeat of t-arlier 
Maddens ip a 3-D format. And no official 
logos, what's up with that? 


1ST AND TO 


m ~. y The simulation (node 

& turns back the dock, m 

£2 Vr&r p-n ** *• % 

vsithick of thing* with 
'•* I Jimrtcd time nud^ 

r.AMi in Kr<< his* unv. A i;ff:.,.|« _u„.*‘ _ +_ 

’hi/* yft»- a* 3 nr. *«r c L an.r d it mu It situation to 

•uiftTi-r /J u *tbr-ihi r)ru cn-u 

'•/f inr ooii'nrv fur nv£*rratnt» iht 1 first 

Wi« TAKf f-y*Tt MfAMi.riN j/?.w.»iwN uvcrtuiiie. i lie urai 

A«.> S vr< i,' rtWw >£. ifr If L .a * i * . 

yop r*». -Sav *nt n ,*.»»»» ■ % ehajtakes you back to 

NO^CIAYCO last 'year's Super 

‘ ' I ■' ", jtist after New 

if^scored in the third quarter- 
, j Qn the following kick-off, Greeft 
* •* X-4* I gay s Desiriond Howard took the bill 

| on hfe^wn^Opc ^id ilne iyid r aced 
j 99 yards for the folichddWn/ Thc 
^ Patriots never recovered. Now, it's 

your chance. If yOu'sfog Howard, you may continue New 
England's momentum. If youplay as Green Bay, will you be 
able to stay ahead? You can choose'frdm ^ny of 50 sims. 
You can even set up your own desperate situations in the % i 
custom sim mode. 


QB Club's giime opuohs. include the basics such as 
timeouts, substitutions, injuries and game stats, plus several 
other valuable settings and options. Thp ^Vfews 

option lets you pick one of six preset camera angles^ouc.in 
also create your own custom camera position that puts you 
anywhere on the field or in the air 
surrounding the field. You'll also be 
able to choose from tiiree dKficulty 
levels, set audible plays, select fre¬ 
quency of penalties, odjust audio and 
viduo settings, switch on special ani¬ 
mations and.change -> . . 


your controjler con¬ 
figuration. The last 
optiojrr i*. particula r ly 
nice as & reference 
for moves when you 
begin playing the 
game. 


Twenty of the top quarterbacks in the 
NFT dre featured in the QB Club Profile 
seotiop.'fach player has amjexfcnsive 
written profile that Includes early 
achievements, collegiate history and 
the highlights of his professional career, 
t he information is really just an extra added bonus siqce it 
won't help you win the game. There is ntf QB Challengers in 
previous Versions of QB Club for the Supdf NES. The on ^chal¬ 
lenge now is on the* field. !'■ 7 . i ^ 
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Erich Waas 


TOMffpX* ***€*, 


I think Madden is a little bit better game on 
the whole. Obviously Quarterback Club looks 
great, but even here I think Madden has at 
least one edge. The animation in Madden is 
more lifelike, less sharp and jerky. And 1 think 
Madden is more fun to play. It's alsoJby far the 
best Madden football game you can get. This 
is a must have game. 


Z j j tmum mmm wr rjr rjuwg E 

I t w $. &*£ sattmusjo wr art 
* “ i rem tewujykCfmmvTTi* 

' j tfWSIS. _ 

Afffen lob* Madrid) T iks aboutto*)th tH, peopfe t^ndfoTis- 
ten The veteran cSlor commutator also r ink id is one of 
Idp NF1 coadi§S durir^ his stjit with |hc RaifLrs.You 

John ir 

K Reding g 6 liste wvo Cruc, *£°g*| 1 

Ate owbilren^thsind weaBieile|tf?Sit ou 

Mt a hw-ific® poiltfnut th iti* c*#tam 

has a weak otefftb Imethar could QB yp 1 - 

n^bfe.Jf you takithalinformatrin nd cafliots df blitz* # 
youcouid scoic n^iftiplfs .cks. ?* tdden t cseOnv 

Defts during the wne f 
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Def ^nqjiiri on th moci_ of pUy rnd the 
sf idium wh^Tv th* 51m* is t *mg f dd, 
you mbj scfed to the forces of 

mot ®r naftitv T hv seV n s*tfin&s in QB 
Club include gpo, F dn, Hot, Cold, F Xr, 
Snow You c n select just on 

of the dements, though, so you won't 
wind up having-a snowy hurricane. Auto 
sets the weather function jo a random but 

v V% 

appropriate setting ifypu're playing out¬ 
side. You won't end up in a blizzard in 
Miami, for instance. Once you begin play,, 
you'll See the weathtj .cond itions on the 
field and a little flag indicates-.wind direc¬ 
tion and speed in toe lower fight corherT 
Wind effects passing and ..lucking while 
rain and snow effects ^sjjfced and agility. 
Heat and cold don't seem to have much 
effect on the game. 


R^rirshws flown player* -»$ 

pacing plays hunter to comply 


Q makes everything a bit tdaglfer 
Passes are herder to catch aid yuu don't 
run as t&st. 


Wind affects the kicking gams and pass- You can select the type of weather in the 
ns. especiallyfang kicks and passes presoasan andexhibition modes. 
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Paul Rush 


PRO PUVCft 
STADIUM \ 

Veteran’s \ 
STADIUM - A 

Gidrgia Dome 


Madden 64 is my choice, mainly because the 
play control is better. It's easier to decipher 
the plays, and the blocking schemes arc bet¬ 
ter in Madden. QB Club looks better and the 
pass plays are more realistic. I got tired of the 
announcers on both games. I liked the histor¬ 
ical and All-Madden teams, but I also liked 
the scenario set up in QB Club. 


XQCATIQp tfrtVIKB, TX 
-STADIUM JU ALF-DOM) 
X. FIELD * TURF .* Jfr 
CAPACITY B5.B7S 


Kent teams ih real stadiumsr-that's what the MTL license will 
get you. QB Club boasts all NFi. stadiums, from the aging 
bleachers ofCbicago's Solder Field to the ipdoor playgrounds 
like the RCA Dome in Indianapolis. The view is limited to field 
level, though. Obviously, 
the biggest difference 
wit! be w'ha^her. todoor 
domes, don't hay£ it. 

Outdoor stadiums have 
only the type of weather 
that you mi^bt expect in 
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Chris Indanrock 


When it comes down to it, I'd have to say my 
choice goes with QB Club. Madden's custom 
seasons and all the historical teams give play¬ 
ers a lot of depth. Try pitting the B5 Chicago 
team against the All-Madden team for a real 
hard-nosed match. But QB Club's graphics, 
the simulation option, the instant replay and 
the huge play book arc the clinchers. 
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' Tiff VWith a fijJit m on bW 
r. HN lin ,tii 

rmctf axtratf ickm|fbr 

inning or ^^qhx: p'^ys, mi, xt^ 


Tfir . .! ;wnto- 
pun and f :ar !n*b ic luns 
d*fmt thi sfjnr stioa D»ji«rJing onyour 
a i§r$onn*l, this coufd J6 y ur iriir. ry 
d»ftp]vR,tqfTi»ition. Whrwi tin IBs play 
hBttk 


Tt,™ ,?W *ww 

(litivfarmtiiiun nre d 
files mrx/with lots ol rmsdlmction end 
some deflj|thr«at*. look to this cate¬ 
gory for $ome gflinobroeHors—ony ploy 
designated DP for top ' 


FAKC «CV 


Amrihci primai y defan 


siva formation, tha 4-3 
uses torn linemen and thrca linebackers 
Its good tot cojjtaittfog tha run, blitzing 
and short zone pass coverage. On pass¬ 
ing downs, bring Die CD lo on e blitz. 


OnrtWft jfartlagw aowms, 
f M4-4 dives jfeu the 
option to slut I tha run or break up short 
piling playiT' 


rj^HTT® This formation has late 
of pessploya fncludi/m 
the Hail Mery and DP Strike. The 
Comabach is a safe play sinco you dob 
throw over the heads of tha defensive 
back tie Id to reach tha recaivar. 


Sines you fa susceptible to 
deappaslijlays, protect yourself by 
choosing on audible with ttenp coverage. 

TAKr'rM ■■TiTSH Thu 


The running heck and ■TjTJT] 
tailback provide QB pro- ™*“*i*l 
tection on most of these ploys. The WR 
% andDaap Curls em big goiners. As iii 
SiQ forfimtions, one or two ploys may 
lrtjryfoj^iKb team. j 

eolcKTiomTBfffffSB 


B qH Six men on toe to find 

two ISmtofers make 
this foransrtion a deterrent to running. 
You cen olso call for pass coverage like 
tha Confusion play in which the IBs 
drop heck into zones. ' 

BT i WI , iIhmmi,i nm 


C0NPU5I0N 


fleets up 


The Ofm^ ^jirrmrtiriiy a 
deep pass prevention 
defense with e single linebacker end six 
defensive bnchc, Plays such as the 
Strong Dog provide pass coverage while 
the LB blitzes. 


steps behind 


Iona back blocks or become5iw tsmn 
receiver. Although primarily a passing for 
motion, you can also run from the Shotgun 
using RB Slash and six other plays. 


This two back formation 

uses a halfback and run- 

nmg back, two wide receivers and a sin 

gin TE, Thnra^s a gaod mix of plays avail 

able, from th&Der-p Post and 39 Gross 

to the BB Count. B 


CROSS 


Threw llnatiackers, tour 
on the lina, one safety 
and three cornars mate up the Eagle. 
Mnst of the plays ham are pretty com¬ 
plex, so study the diagram and hnnw ynpr 
assignment or you could blow it 


The. narrrf say* at oil, When Rffti ^1 
you hav& toStop the oppo- mOOLkM 
nont in short yardage situations, this is tfm 
formation tow^y^itbnv&Sevgn 


Two will a muuivors im 
unrntheswmasidoas 
the TE while e third WR splits Sfotoirt 
the apposite and of tha line. This IsTa 
denpthrent formation, but you can con- 
ftfee opponents by running, as wall 


i men on 
a step hack* - 


the line and til 
Witch for the 


S Another sulid package, 

thn Nicf&l is Rxcojfent 
I providing pass coverage* 
i n 4-2 fnrmWdh’with five 
<tee)iinicte. DP Prevent protects 
airhiifirt any pass play .... 

rutl 'BLOCK 


A fullback and wing- 


01* PREVENT 


back, or halfknbk-dnfcfn* 
tha Wing T formation. Slanting potto! 
such as Streaks give you tha appartu 
ty Vi) catch the hall end keep running! 
TFy tha onedtand catch on this one. 


Like you might guess, 
these two categorins 
give you all the possibilities for real and 
fake Reid Goel attempts and Punfs. fan 
can kick, fake end rumor fake end pass 
un either FG or Punt. 


t^riera uoaisb you can 
try to block 1 tottuuipf 1 *■■■■■■ 
or defend ogaiiSfelhB wke run or pass. 
For punt, in addition tn thn options listed 
for Fiald Goal defense, .you can choose a 
midfield m turn. 
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We compared the stats for the top NFLPA play¬ 
ers in both Madden 64 and QB Club '98 to cre¬ 
ate the best picks for your team. You may not be 
able to draft all of these all-stars since other 
teams will be looking to pick them up, also. And 
if you're playing with the salary xap.activated, 
well, you can forget about signing them all. But 
don't despair. You can trade for players you did 
not draft and you can turn off the salary cap. 


RB—Sanders, DEI 
FB—Centers, mi 


WR—Rice, SF 


TE— Coals, NE 


K— Carney, SD 


P—Feagles, ARZ/Phoenix 


Since Madden 64 doesn't have the NFL 
license, wc'vc listed both the NFL team 
name and the Madden city name when they 
differ. As for the criteria of picking our 
hottest offensive players, we looked at over¬ 
all player ratings at Madden and the individ¬ 
ual attribute ratings in QB Club to determine 
the best players. All rankings are based on 
1996 personal season state, j 


LG—Roberts, NYJ/NY 


G—Everitt, PHI 


RG—Allen, DAI 
RT—Davis, ATI 


The top defensive players as rated in both games 
will complete your fantasy 22. Defensive players in 
QB Club are rated on the following attributes: 
speed, strength, hands, agility, endurance, disci¬ 
pline, and awareness. In Madden 64, players are 
ranked in 15 separate categories, but they are also 
given an overall rating. We used the overall rat¬ 
ings, but you might place a higher valuetfwi a par¬ 
ticular category, such as speed or agility. 


DRT—Stubblefield, Sf 
CB—Sanders, DAL 


CB—Green, WAS 
S—Atwater, DEN 
S—Lake, PIT 




Even if you don't pick up all of these all-stars, pick¬ 
ing up a few key players will give you a powerful 
nucleus for a winning team. Also keep in mind that 
players who rank close to the top will also give you 
good value. In some cases, more than one player 
has a top ranking, although we've only listed one. 
If you're drafting with the salary cap activated, 
look for good deals. For instance, not only is Mark 
Brunei! a top rated QB, his salary is under a mil¬ 
lion. 


dlb—T homas, KG 


Pit—White, GB 
DRE—Sapp, W 
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We've listed the top offensive and defensive 
teams based on the ratings in each game, but we / 
didn't inclu " • • top corabinedteam because no 
combti^.tf tr* hi ts. If you look at the posi- 
lio • *>t f e top te;r»s, though, you can see that 
Dif '? and Green Bay are the top two balanced, 
to .Ms. Playing with either Dallas or Green Bay 
sly gives you an edge. 


Although we di * t list any of the specialty teams, 
you'll find that they may also rank extremely high. 
In Madden 64, the All-Madden team has an over¬ 
all rating of 100. You'll also find dozens of the 
best teams from history l\VA the Cree^J Bay cham¬ 
pionship team of 1966 or Chicago in 1005, 
Quarterback Club also includes 90 top teams 
from the past. QB Club, ratings aren't as easy to 
read since they appear as bars, on a met^r rather 
than numbers. 


I ib. H^lhDiaiiB/roHOdro 
n. Kansas City 


t. Detroit 
2. Dallas 

liwiwiwnn 

4. Breen Day 


5. Miami 

I;' 8 " «'wv'\*A' 

6. Cincinnati 
l omdoao 

8. Dunam 

I’V, , >t — i 

9, San francisco 

10. caroiiamariQUc 

K ’■ • 

ti. Mlnn/Mlim, 

£ -* 

12. Tennessca/Wasnvllte 

13. Seniilo 

14. SI, IduIS c 

, I5y Tampa Bay/Tampa 
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vtiuttd, '-Jam 
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. AJAfiat toi&tttf 


w UiMa, 
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10, Wi hliwion 

20. TaiWMfflJtfaniw 
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lltocksmivllto 
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2?. fliianfi 
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13. Kansas City 

28. emcana 
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14, Caimina/raiartaitn 

29. New YoiB GTanls, 
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39. NewOrleans 
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A Qu^flertwrck GWbcninjo ulion, BmttFawa 

i with the derc^ 1^ • ‘team from Acclaim and 

Iguana: imbh to ^■^traressonthegaivieaiKi 
cbnt about V> tha!l He sktf * out several ploys that 
Wtreiirck*^' in tte gome witla scrnipfuocGficatioTO- Below 
r*-ttisf- BiidthefirmM^t ©ftjtfjplayiritIRQut). 


When Brett •payte started 

1 college Southern 
Mississippi, "fife wia (he 
seventh String tjyarter- 
WtV s^^er“ieaif»ni> 
the Green Bay S* idMlo 

iC~. C._ _ lr.'..l _1.__ 


the Supti Howl ch-HTtp*- 
onship, ar^uaMy 

tfie host \Vhv 

fcert> ixl\£k 'rsftv Nvith 
the dfcvdop^ of 
'Club ar tgu?r*a £hteriaiiti 
Brell . lay not have 
written ; ny code, bu* he 
did supply special phiys 
for ^ wet 


V j^K I tevi? obtained thanks* to 

Acclaim, Tte plays drawn 
^ps *» lhe Su^r Bowl MVP arfc yust a sampteof 
input r * * gh the course at deyefopmwrt, 
feeptniUr-T with lguana, co«sulling on the 
number of peys included ip QB 0«b, which 


FME RIGHT 


BmUFavre, "When 
vou look at the 
graphics rt lookfc 
liko the real 
r thing. ItV vary ) 
cool stuff, tf 
A playing * 
\ thBsr»w,ii 


accumulate* 

pnttefaW"' 





























modes in which up to four players can plug into the N64 and 
join in the action. Players can choose cither team, so you could 
have one-on-one, two-on-one, two-on-two, or one-on-three. In 
fact, yOU Can all Ch(£$e th 
same 


team and play agajittsfi 
the computer if you want. 
There are no significant dif¬ 
ferences between the two i 
games when it comes to 
multiplayer matches. The 
most important strategy is 
to coordinate with_ your 
teammate or mates. If they 
ignore set blocking schemes, 
you won't get very far. 


My, oh my. What to buy J In the end, buying any video game is a per¬ 
sonal choice. If a gam£ appeals to you and if you enjoy playing it 
who cares what the experts'say, that's the game for you. As for NFL 
Quarterback Club '98 and Madden 64, you've seen 
the arguments for both games. Our pro evaluator*, 
split five to three in favor of Q8 GJub, but more^han ^ „ 
anything that just shows that both of these games are 
fun. We all agreed that Q8 Club's graphics are superi- *Pj 
or on the whole and that the Madden 64 play-calling Ij 

system is probably superior. QB Club has the NFL license, 
scenarios and more options. Madden 64 has a better ratings 
system and is easier to learn. So what's the bottom line? People will 
be arguing over these two games for the next year. No matter which 
one you get, it will be your favorite. Our advice is not to sweat if. 
With choices like this, you just can! go wrong. 


v. 



































Surprises can be found all over 
m each of the racetrack areas 


YGir've saved a princess, WcKed 

r 

the tail of a T*Rex, freed the lyiat 
System from a^yravmkai ape and foiled an evil plot to zap the 
world with the GoidetiEye satellite, Don't you thin1< it's time you g< 
a hreaV? Diddy Kong facing from ’Rare is the perfect N64 

EaV-age for up to four weary adventurers. 


mm to tmtmm 


Once you set sail in the adventure mode of DKR, you'll find that it's a lot like Super 
Mario 64 The biggest difference is that instead of each stage being filled With koopa 
stomping action, each stage is filled with racing action in which you cruise in a car, a 
plane, or a hovercraft Instead of using Stars to unlock a new stage, you'll need a cer¬ 
tain number of Gold Balloons For instance, if you have ten bah tf yaa win uach of the 
oons, you can enter any door bearing the number ten Each world 

has a "lobby'’ 


area from which 

you enter the four, 

mam race tracks 

Worlds also have boss areas, 

locked bonus areas, Silver 

Com Challenges and trophy 

races, which are full seasons 

of racing on the four tracks 

You'll need to complete all the 

races to earn the Amulet 

Pieces and reach the ultimate 

challenge Your goal in the trophy 

challenge is to scorp 
points by placing 
among the top finish¬ 
ers in each race. 


four races, you'll move 
on to faco the challenge 
of a special boss race 
3gamstach*mplika 
Tricky the tnceratops 


POWER 









What does this mysterious sign do ? Only the best racers will ever 
uncoverits secret 




In the lobby, you can se* 3 .all theracetrack 
doors If you have chough Gold Balloons, just 
dnveup to the door ana get set to race 


AMltANB FAJIACHI 

The island is a magical place, full of surprises and challenges 
to delight travelers of all ages and gaming persuasions 
Besides the many adventure races, you'll face challenges 
from Ta.j, the magical blue elephant who hangs out in the 
center of the island Taj helps you out, too He can switch 
your vehicle to make exploring 
the island paradise more fun 
You're welcome to go every¬ 
where and do anything—cruise 
through the tunnels, chase 
frogs, or splash around :n the 
ocean surf Although the first 
world, Dino Domain, is easy to 
reach, you'" have to explore 
every nook and cranny to find 
the other three worlds, 

Snowflake Mountain, Sherbet The Wizpig has sealed the island's race tracks 
Island and Dragon Forest Only a true champion can open them all 


Ttfl CAM CtCW 

One* you amve at the island, you'll team that not all is perfect 
In paradise But don't worry The intrigue just makes the adven¬ 
ture that much more 
fun It seems that the 
mighty Wizpig has 
sealed off the island's 
world-famous race backs and 
the only way to break the spell s 
with Taj's Gold Balloons Jf you 
want to be the hero of the island, 
have to win the balloons needed to open 
the racetracks Eventually you'll face the Wizpig 
himself For those who want less stress in their holiday, 
they can forget about the Wizpig and his evil designs and 
simply race against up to three other holiday-goers in a 
variety of vehicles Set your own pace that is, as long as 
it's a. fast one 
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Hovercraft can hop a short distance to clear obstacles such as lops m 
the WBter or to take a shortcut across sandbars 


Timber's Island has three major areas linked by tunnels and valleys You can by 
from Taj's meadow, through the snow valley, down the river and on out to the 
beach 


Each vehicle has unique handling attributes In the 
plane, you can fly m a tight loop 


I SBKMDO POWER 

\ 


Getting around on your Diddy Kong 
Racing holiday wil! be the least of your 
problems Some courses are best suited 
for cars, while others were designed for 
pianc-s or hovercraft During your 
adventure, you’ll use the type of craft 
that has been preselected for each track 
After you complete every challenge on a 
track, you can return and race with any 
other available vehicle Terrain on a 
track sometimes limits your choice On 
a water course, you'll never have the car 
as an option, but you might have both 
the hovercraft 
and airplane 
Multiplayer 
races have the 
same terrain 
limitations. In 
the central area 
of the Timber's 
Island, you can 
use any vehicle 
to explore every 
inch 

Cars can slide around corners to maintain their top speed 


Zippers speed vehicles along with a boost of power if 
you fly or drive over or through them 


« 
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You're not the only one who wants to save the island from the 
Wi?pig Eight enthusiastic characters vie for the distinction of 
winning each race You'll choose one to use 

for your driver ard the others will race mi ar< v vnMr 
against you if you wish, you can choose a “ONw 

different driver for every race The game ECT *1*11 go ony- 
saves the progress of your adventure in one 
of three memory slots 


whnrn they'vn 
got bononos." 


KR\JNCH 

"K. Rods! 
Wiiplg 
stinksi 


Iff 


CONKER 

"Ah, nuts. I was 
supposed to star 
in Rom's flrsf * 
gomn." 


TUT W. 

"Slaw ond 
stnady won't 
win many races 
arnund hnrn." 

TOWS 
COMPANY 

Racing in the adven¬ 
ture mode of DKR is 
a great challenge, 
but it's not the only 
excitement in store 

for you during your Once an arums altar, or in multi- 
holiday excursion If player inode, you can choose any 

, available vehicle 
you plug in a few 

more controllers, you can race with two, three or four 
friends Any track that has been visited during the 
adventure mode will be accessible to multiplayer rac¬ 
ers You can choose any available vehicle and driver, 
then do your best to be in the front at the end of three 
grueling laps You can also chuose multiplayer trophy 
race tournaments and Capture-the-Egg races. Even in 
four player mode, with the TV screen quartered, the 
graphics look excellent 


DRUMSTICK 

Turn 
not a f rynr. 

Gnt me out of 
this place." 

BUMP ER 

9 "Badgnrs dnn't 
stink, no mattnr 
whot anyonn 
says." 


BANJO 


"Anybody 
snnn a Rnd- 
crested firee 
Gull around 
hnrn?" 


'The grna test 
challnnge is to set 
thn fastest tlmn." 


OTSY 


TAJ 


TIMBER 

"Why is it 
thnt pnopln 
always run 
away when 
thny hear my 
name?" 

"I may squeak 
undnr the wire, 
but don't coll mn 
a pipsqunak." 


"Hello, my 
frinnd. I am a 
mngicol blue 
elnphanf, 
which is vary 
rore." 


Taj isn't a driver, but he will chal¬ 
lenge you to races Healso helps 
you by switching vehicles, awardinq 
Gold Dailems, and introducing you 
to the gnmo. 
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For anyone who has ever dreamed of exploring tropical islands 
or arctic mountains, or visiting a place where live dinosaurs 
roam, or discovering a fairy-tale world of windmills and drag 
ons—and then racing in them—the dream is finally coming true 


Each DKR world has a central theme, but each track is unique 
Somt tracks are on land, others are in the air and some Itave a 
foamy wake across the waves, but ah of them require strategy 
and skill Everytrack is paradise at high speed 






Hit the zipper so you don't hit the rocks in Pirata 
Lagoon There sre shor tcuts everywhere 


Dr the Ancient Lake track watch 
out £ or dinos cross mq the road 


Hit the zipper so you don't hit the rocks in Pirata 
Lagoon There sre shortcuts everywhere 


Tim Treasure Caves bnm see 
Don't become ont* of l pm 


If you keep your coo I m Hot 
Top Volcano, you'll stey out of 
the heat 


DINO DOMAIN 

What was the mam thing missing from jurassic 
Park? Fast rides, of course In Dmo Domain, all 
you get is fast rides Not only will you race past 
dinosaurs, you'll race fast dinosaurs up a rnoun 
tain From subterranean, volcanic tunnels where 
racers fly through spouts of lava to roads criss 
crossed 
by roam¬ 
ing brontosaurs, Dmo Domain 
creates a Cretaceous crescendo 
of cross-country cruising Dmo 
Domain is the easiest of the 
worlds to complete and the first 
world you'll enter 


Don't miss the pterodactyls or the shortcut 
near the end of Fossil Canyon. 

SHERBET ISLAND 

Come race on the islands, mon The sun, sand and surf dazzle vaca 
tioners and beckon to those who want to race over waves where 
whales wallow and octopi occupy the watery deep Much of the 
racing takes place in 
hovercraft, so chances 
.are that you'll get wet 
if you don't practice 


POWtR 


It s never ? fluke if you w:n the race in Whale Bay If you hit 
this b:g boy, you II come to a stop 
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SNOWFLAKE MOUNTAIN 1 

gB 

Snowflake Mountain may turn out to be a 
winter wonderland or a slippery slope, depend 
mg on how you handle icy tracks, bounding 
snowballs and other frosty forms of fun from the 
frozen north 


RARE TREATS 


M notice, bu' 

^ T!W: tore create d a 

graphics mas 
terpicce in 
^ Diddy Kong 

« Racing The 

most impressive technology is 
a proprietary system called Real-Time 
Dynamic Animation, or RDA At the ht,ari 
of RDA are two methods of animating 
polygonal characters The most common 
form of polygon animation requires frame 
data, for which you have to know exactly 
what motions will be used in the game 
Another type of animation is k'nematics 
The kinematic data is more generalized, 
but it can follow rules that change the out¬ 
come of a motion In most games, when 
an animation sequence begins, it can end 
just one way Once you've seen one drag¬ 
on punch, you've seen them all But in 
DKR, once motion data begins the anima¬ 
tion, kinematic data can alter it, giving 
you a unique sequence 

Rare included other graphics effects in 
the massive 128 megabit game to enhance 
the DKR worlds The use of texture skin¬ 
ning, specular highlights and environment 
maps has been seen in other games, but 
never all together in one game with such 
large worlds Look closely at the objects 
speeding by and you'll see subtle touches 
that show that Rare truly went ape over 
Diddy Kong Racing 


It s a foggy night :n old Frosty Village Perfect for 
racing on these winding, slick tracks! 




The flakes are falling and the fakes are 
stalling jh Snowball Valley 


InVtolrusCove you can scream up and over 
the top of aloop on the icy track 


DRAGON FOREST 


The stuff of fairy tales, like castles, wind¬ 
mills, dark, haunted forests and a flying 
dragon become reality if you dare to 
enter this forest You're not a true adven 
turer until you've had a drawbridge fall 
on your head Of course, it won't be 
easy finding the entrance to this magical 
domain You'll have to poxe your head 
in a dark place to find it, 


In Windmill Plains, you can be in the air and 
underground all at once 


You'd race from the castle to thedur 
Haunted Woods and seceret tunnels 


The wildeXwater park on the planet is in Boulder 
Canyon Thkpinnlng logs can sink your hopes 


rough the 
























SOUVENIRS 

What holiday would he complete without tun sou¬ 
venirs to send to all your friends? In Diddy Kong 
Racing, you don't even have to go shopping 
Missiles, speed boosts, droppers, magnets and 
shields can be found right on the 
tracks The bananas increase your 
top speed Each ba loon color 
indicates a different item If you havr: 
one typi. of item and get another balloon of the 
same type, you'll upgrade your item Once you 
have an item, use the Z Trigger to activate it 
Dropping a spiked ball m the track is a thought¬ 
ful way of letting your friends know that you're 
having «i great time 



Droppers, or items that you drop on the t rack, upgrade f rom oil to mines 
to a bubble that drifts away with an unfortunate, but uplifted opponent 






You'll got one mss:! c inside a 'cd balloon Gat a sneond red 
balloon to upgrade your missile to 3 homing missile If you 
pick up a third red balloon you'll reach the top upgrade of 
10 missiles 








HOAD Wit 

These road hazards aren't about to become squashed roadside victims if you hit a 
dinosaur, giant snowball, windmill, or if you run afoul of some other road hazard, it will 
kill your chances of winning the race Most hazards are fairly predictable, and they 

appear only in certain areas of 
a track, but if you hit them they 

can destroy any 
hope of 
that Gold 
Balloon 


POWER 


If you Ivt a major hazard like a snowfall or dinosrur It 
pretty much squashes any hope of winning that race 




















FAST 8 } NASTY 


Beating the pants oC badgers and bears is all fine and well, but if you really want to have an adven¬ 
ture, you'll have to test yourself against the best-the bosses After winning each of the four main races 
in each DKR world, you'll enter the championship race against a truly 
awesome opponent Some of these races are one way trips while oth¬ 
ers consist of three laps After defeating a boss once, you'll activate the 

Silver Com Challenge 
in the other race areas 
of that world If you 
manage to vanquish 
the boss a second turn, 
you' 1 ! earn a piece of 
Wizpig's Amulet and 
activate the Trophy 

Chal lenge This dragon has a hot temper and lots of 

hot breath 


In Dino Domain, you II race the tnceratops to the top 
of a mountain. 


In the waters of Sherbet Island lives a swift octopus 
with a need for speed 


The qiant walrus on Snowflake Mountain rockets down the slope 
like a bobsled 


The notonous Wizpig doesn t show up once, but 
twice He -s tta biggest, ugliest,smelliest, frost 
foul-tempered opponent of them sll If you beet 
Wizzy, you II really deserve a vacation 


OTHER WORIDS TO CONQUER 

As our preview of Diddy Kong Racing comes to an end, wr can't 
help bul think of ail we have seen m this remarkable game We 
have seen technological won 
ders thal dazzle the eye We 
have entered exolic worlds and 
met even stranger creatures We have 
proven our innate superiority over a grin- 
rung bevy of cuddly forest crealures and 
scowling, muscled road hogs. All in all it 
has be*n a good holiday But while we 
were on this island paradise, we heard 
rumors of yet another place where the forces of good and evil arc locked 
together m desperate rat mg at lion Could H be dial the adventure isn't over 7 
Perhaps, in Diddy Kong Racing, it never is 
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-T™] Hit the streets of 
San Francisco 
with Midway's 
home version of 
the arcade hit- 
after our crash course in 
shortcuts, you'll know the 
Bay Area better than * 
abike messenger. 


1997 Midway Homo Entertainment 
TM © 1996 Atari Games Corp 


Save your quarters, racers, because Midway is bringing one of arcade's fastest racing games to the N64. Souped 
up into a sleeker version, San Francisco Rush for the N64 features extra tracks and new hidden areas. Get in 
gear for your tour of the city, and we'll show you the sights and the shortcuts that will keep you ahead. 


KEYS TO 
THE CITY 


THE S.F. 
CIRCUIT 


The Circuit Mode enters you rn a marathon competition in 
which you speed through each of the six tracks in four 
vanahons4orward, backward, mirrored, and backward/ 
mirrored 


SF Rush not only conceals wild and bizarre shortcuts 
(launching your car through an office building?*?), but it 
also hides keys that will access secret cars Hidden in the 
6 tracks are 45 keys Many are easy to overlook, such as 
—, t ^ ■ ...i the key in Track 5's gas 

.J station, or the key you'll 
, . ^ 3w \ find on Trick 1 if you torn 

i-v*- around at the start- _ 

- iif t ^ mg || nfe 


earn 

points based on how well 
you place in each of the 
24 races that determine 
the king of the road and 
the best of the Bay City 


Don’t bother trying to win 
the race if you re search'ng 
for the gumes keys Most of 
the keys will require you to 
venture far from the beaten 
path or perform dangerous 
aerial stunts in order to 
recover them. 
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S4N FRANCISCO RUSH 
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HIGH VELOCTT 
VEHICLES 


Where c!se but the hone of hippy Haight Ashbury and the 
Beat Generation could a VW van seem perfectly appropriate 
j for downtown hot roddmg? Eight vehicles 

from a Testarossa to a VW van and Bug are readily at your 
w J d sposal, and each is ranked ai one of four skill evt-U Wink 
each car has a top speed of around 155 to 160 mph, the real 
difference in vehicles comes from their handling Beginner . 

--- cars ^ ave ^ etter traction and tend not to flip over as / 

easily, while the sleeker and sportier rides tend to slide more and get whipped 
around by the wind You can't customize the cars' nbil- ^—rm 
ities, but at least you can cosmetically trick out your car £ 


resen 


SAN FRAN'S 
SECRET CARS 


With its diverse lot of vehicles, SF Rush could have you 
smgmg a new tune about racing games, like "I Left My Kart in 
San Francisco * In addition to its eight regular cars, you'll be 
able to take a spin in three secret vehicles if you collect all 
45 keys By finding all of the keys in Tracks 1 and 2, 
you'll be able to drag race in the hot rod To hail the A 

taxi cab, recover the keys in Tracks 3 and 4 Well H 

keep the final vehicle a secret, but to unveil it, locate ^ 

the 16 keys in Tracks 5 and 6 
























Hang 9 right at A through the comer building's window, then zoom 
under the Mace truck (Those Dark Age warriors think they own the 
roed'f and up the ramp to the rooftops 


5F SHORTCUTS 


In addition to being a racing game, SF Rush can double as a travelogue for the Bay 
Area However,, if you don't fed like seeing the sights, we're revealing the city's 
back road detours that you can take Not every route is shortcut, but the change 
of scenery and terrain wii! definitely add variety to your tour of the city 


SF Shunpiking 


^ Right niter crossing the Golden Gate 
Bridge, heed to the left shoulder to boost 
your car off the jump that will launch 
you past other racers (not to mention 
the tollbooths) 


KEYS PER TRACK 


r Golden Gate Bridft 
,£} Presidio 
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SAN FRANCISCO RUSH 


Lombard Street 


Drive straight through the checkpoint into Chinatown At the top of the hill, jump ove r the 


building onto Lombard Street Since navigating the world's most crooked roadcsn g:veyo 
whiplash, speed straight down the left shoulder or leap over the entire road 


/b\ Through the Trees 


Skim by the right edge of theoranqe and 
whrte barricades and head for the trio of 
trees Heed between the middle and nght 
tree to unter the waterlogged tunnel 
When you emerge, swerve left 


/*A Sign? What sign? 

Even though the signs at the end of the first 
straightaways war n you to turn left, keep 
rolling straight along the right shoulder to 
shortcut through a tunnel - 


Three Detours 

through the Financial District 


By speeding up the grassy h:ll [ 
at Point A, your car will rocket 

straight into e skyscraper Depending on how high you jump, your car will be 
able to land in one of the building's three stories of detours 


Follow the Sidewalk 

r 


Who says sidewalks are for pedestrians'? Drive like we do in real 
lito and swarvp onto thr sidewalk Follow it post the Iflf t-tum sign 
to enter a detour to the finish line 



































































Crashin’ through the Yacht Club 

' E^PSSEn nr rsf v ..; •" r > i 


Follow the nght sidewalk to the gate, than drive through- At thn 
road's end, breakthrough the fence, then race between the build¬ 
ings to the jump that will send you sailing over the yachts 


Between the Signs 


Leap of Faith 

"r m — 


Spaed through the parking garage 
on thb right that has yellow and 
black stripes marking its entrance 
Follow the road to the orange 
pathway and race up its ramp 


Drive ip between the signs for ? backyard 
shortcut After crashing through the 
clothesline, work your way to the left 


liIa On the Bridge 

San Francisco is plagued by 
hairpin curves avoid one of 
the city's tight turns, swing 
left onto the bridge that will be 
considerably easier on your 
car's alignment 


Over the Water 


The Tunnel behind the Illusionary Wall 


As you approach the top of the hill 
near C, you'll spot a large building 
with blue windows on your right 
Immediately before passing it, bang 
a sharp left onto the side road 
Barrel down the street at top 
speed to fly off the grassy ramp at 
the end of the road 


A! U?r passing the last tnlfic light, veer left and drive ‘hrough the wooden 
fence end illusionary wall directly behind it Once you pass the aberration 
in the tunne s ceiling, lay off the gas or else you may flip over when the 
road suddenly drops down 


HiNinj Park Seat Rack 

Dutch WnJmill 
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SAN FRANCISCO RUSH 



DAREDEVIL STUNT COURSES 


SF Rush may be a road race, but aerial stunts sure of stunt courses Hidden in Tracks 2 and 6 are 
do play a blimp-sized role in game play To test some stunt areas where you can show off your 
your daredevil abilities, the game offers a couple reckless driving 


To burn rubber on the loop the-foop in Track 2, 
drive in the left lane through the cones after 
passing the checkpoint on the freeway over- 
pass. If you maintain a speed of around 720 
mph, you should be able to clear the gap in the 
bridge to reach the stunt track 


Track 6 has an elaborate stunt course fea¬ 
turing a series of ramps To find its moun¬ 
tainside entrance, turn right at the check¬ 
point near Seal Rock, then drive down the 
hill toward the ocean, using the concrete 
barrier as your guide 


Build up your speed as you drive through 
the entrance tunnel of Track 6's stunt course 
At the other end of the tunnel, you'll climb a 
ramp that leads to a loop-the-loop track, and, 
with enough speed, you'll be able to do a 
vertical 360' 


A FIERY FINISH 


As long as you don t 
crash into anythmp 
too hard or land 
upside down, your 
car won't explode If 
your car is about to 
flip over or crash' 
land, you can stabh 
lize it by turning 
your wheels away 
from the direction m 
which you retailing 
so that the backs of 
your wheels touch 
the ground first 


In real life, when your car explodes, it means you're cither 
out of the race or you're driving a Pinto SF Rush allows 
you to put this realistic spin on racing with the "Deaths" 
option. You won't get a Pinto, but when you activate the 
option, any car that explodes will automatically be out of 
the competition. Ideally, the seven other racers could 
wipe out, leaving you all by your lonesome to finish the 
ra.ee That is, if you somehow survive Play it safe by 
avoiding shortcuts in this mode 
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Stage Select 

Access the speciel symbols 
on tiie New Name screen and 
enter "Plenet, UFO, Rocket, 
Heart, Skull 1 ' as your code 
word Press OK. Use the 
Control Pad to soroll through 
the list of stages. 
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Puzzling Secrete 

Vou don't often find codes in puzzle games, but the 
Tcfrisphcrt team managed to slip a few clever ones into the 
final version of the game. To enter a code, first choose the 
Single option on the Main Menu, Now select New Name, 
Enter the appropriate Code word and press OK to return to 
the previous screen- Some code words call for a special sym¬ 
bol. To make these symbols appear, press bottom C, right C 
and the L Button simultaneously on the New Name screen. 


Turbo Start and Special Cara 

To get a turbocharged boost off the Starting Line, the 
tachometer (the gauge showing your engine's RPMs) needle 
must be pointing straight up just as the race begins. There 
are two ways to accomplish this. The first method is to 
watch the countdown before the race and press the acceler¬ 
ator just as the number "1" disappears from the screen. The 
second method is to rev your engine during the countdown 
and then release the A Button as the number "1" fades. 

MRCalso has two special cars that you can activate. 
Defeat the Deus (silver dune buggy) and the VH110R (blue 
sports car with 4WD) in the Match Race to enable them. The 
Deus is the best handling car in the game. The VHflOR is 
faster but not quite as sure-footed on off-road routes. 


"Linen" fTlode 

Enter “LINES" on the New 
Name screen Press OK 
Select the naw "Lines" option 
to pley e veriebon of the 
Rescue pome You'll be given 
instructions before the game 
begins. 


WCi^T 


Bnd Credits 

If you're wondering who's who 
in the Tetri sphere universe, 
cntei "CRE0ITS" on the New 
Name screen. Now you'll 
know who to blama fur elf 
those hours lost to this gam a 1 


ton '*,j 


more music 

On the New Ncmc sciecn, 
enter "GAMEBOY" es yoer 
cede word, with en Alien Head 
symbol in piece of the “A " 
This will enable ncwmesical 
selections on I he Audio menu. 
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Win gold trophies in nil the 
Championship races to eaabJc 
the Match Race mode. 


You'll challenge the VH110R in 
the first Match Baca series 
and the Deus m the second 



























Rare 1-Ups 

Racking up high scores is the usual way to tarn extra lives in 
Star Pox 64, hut there are also two well-hidden 1-Ups you 
can grab. The first is located at the end of the Corneria stage. 
Follow the default route through Corneria to Granga. Fly 
straight between the robot's legs and perform a loop. If you 
complete the loop without touching any part of the 'hot's 
body, a 1 -Up icon will appear in front of you. 

The second 1-Up is located near the end of Sector Y. 
Shortly before you encounter Shogun, your wingmen will 
accelerate ahead of you and fly in formation. Hit your 
booster and ily below them to form a diamond pattern. If 
your ship has a single laser, a Laser Upgrade will appear 
ahead of you. If you have twin or hyper lasers already, a 1- 
Up icon will appear instead. 


Double Trouble 

This trick allows you to create duplicates of Trevelyan and 
Xenia in the multiplayer Live and Let Die mode. To clone 
Trevelyan, go to the Multiplayer setup screen and set the 
number of players at two. Go to the character select screen 
and choose your characters, making sure one of them is 
Trevelyan. Return to the setup screen, set the match for 
three players and press Start. To clone Xenia, set up a match 
for three players. Choose your characters, making sure one 
of them is Xenia. Return to the setup screen, set the match 
for four players and press Start Presto? 


Only one character can ba 
duplicated at a time. 


Having two Xenias can he ve 
interesting-and deadly! 


There is only a single 1-Up in 
Corneria Repeating tha loop 
will not produce more 


In Sector V, you don't have to 
fly in perfect formation, bat 
youshoaldgatin close. 


Rolling Stones 

This is one of the funniest codes we've come across in a 
while. Begin a game and enter your name as "Roller." Once 
a race starts, you and all your opponents will be transformed 
into boulders! Even though you'll be a big rock, your con¬ 
trols will remain the same. 


Training Hologram 

Star Fox 64 has a terrific Training program, including an All- 
Range combat simulator. If you score 100 hits during your 
training exercise, the computer will add a duplicate of Star 
Wolf's ship to the battle simulation. 
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Score 100 hits during your 
training exercise tu make a 
Walfan'class fighter appear. 


Unlike the other enemy ships 
in the All-Rangn simulator, this 
little baby fights back! 


You nonnwlly receive this code 
by winning certain races. 


May the best hunk of rock 
win! 
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Catacomb Shortcut 

A number of net surfers have pointed out to us via e-mail 
that the Invincibility cheat for Turofc, besides protecting you 
from harm, opens up a number of shortcuts within the game. 
What do we mean? For example, begin die Catacomb stage 
and head straight into the maze. Pick up the Shotgun and go 
down the staircase on the right. Step on the switch to your 
rrgjit and head into the chamber beyond where a High Priest 
awaits. Use your most powerful weapons to defeat him, Step 
up onto the platform and look down at the dark clouds 
below. Normally, if you step off the edge, you'll lose a life. If 
the Invincibility cheat is activated, you'll land at the bottom 
of a pit. You can then follow the tunnel to a save point and 
the Hub Arch that leads to Mantis. If you have the requisite 
keys, you can save yourself a lot of running around in the 
maze. If you have the Invincibility cheat (check Volume 99 
or Volume 100 for details) and you explore your surround¬ 
ings very carefully, you'll find numerous other shortcuts like 
this m the game. 


Defeat this High Priest and 
then leap into the pit beyond. 


If you have all the Level Six 
keys, you'll warp to Mantis 


Voshi Step 3 

Try to line up parallel with die 
section of track across Hie 
way Hop a couple of times rf 
you need to, to get in fine. 
Jumpiust before you fall into 
the chasm If your aim is true, 
you'll leap across the gap. 


more Sneaky Shortcuts 

l • ms we've yet to slake your thirst for Mario Kart 64 
> rtcuts. The Frappe shortcut comes to us from several 
lever fans via our w *b site. 


Fr eppe Step 1 

*t thestertef the race, rum 
Mound and drive to the middle 
f the bridge. Turn around end 
• ead diagonally forward and to 
the right to the corner ol the 
bridge 


Frappe Step 2 

Jump from the bridge to the 
snowbank. Do not touch the 
track. Keep going until Lakitu 
picks you up Make sure to go 
past the Finish line before you 
go out of bounds. 


Voshi Step 1. 

No matter which route you 
take through Yostu Valley, they 
will eventually merge into one 
path. Just past this point, 
you'll sea a guardrail on the 
right. 


Voehi Step 2 

As you pass the end of the 
guardrail, slide in a wide ore (a 
regular slide, not e power 
slide) from the right side of 
the track to the left As you 
slide, the track ecross the 
chasm will come into view 


Frappe Step 3 

Repeat Steps 1 end 2 twice 
When Lakitu hnngs you back 
to the track tho third time, 
drive through the Finish line. 
'tou'11 he credited with three 
full laps end you'll finish 
the race I 













Suiord Drbe Are lis 

We'd like to give a big tip of our code-hunting hats to the 
players who sent us this trick, which allows you to gather up 
as many Sword Orbs as you like without searching the world 
over. After you get the Flammie Drum, call the dragon and 
fly to n stnnli island Just off the north coast of Ice Country. 
Talk to Neko and save your game. Normally, saving here can 
scramble or erase your gnmc, so you may want to save to nn 
empty fife or a file you won't mind losing, just in case. 

After your game is saved, press L, R, Select and Start 
simultaneously to reset your game. Start a new game. Grab 
the Rusty Sword and proceed to Potos Village. Don't bother 
fighting the Rabitcs along the way. Talk to the village elder to 
set an automatic sequence in motion. Once you fall into the 
Mantis Ant's lair, let your companion say his first line and 
then press L, R, Select nnd Start simultaneously. Hold all the 
buttons for a few seconds and then release them. 

Now start the game file that you just saved. When the 
game starts, you'll appear in the Mantis Ant's lair. Defeat the 
monster for a Sword Orb. After the battle, you'll repeat a 
cinema scene from earlier in the game, but you'll actually be 
back at the point you left off. 

You can repeat this entire sequence over and over, until 
you have enough orbs to create the Dragon Buster blade. All 
you'll need then is enough cash to pay for the upgrades! 


Deity Damage 

There was a misprint in Volume 97'$ War Gods review, so 
here's the correct sequence for Anubis's fatality. We've also 
thrown in a few other moves for good measure! 


Coffin Drop 

To unleash Anubisb Coffin 
Drop Fatnlity, stand o holt 
screen nway f i om your oppo 
nent end preso Forward, 
Down, Buck, High Punch + 
Low Kick Mummy! 


i'd|* 
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Shockuieue Stomp 

In Volume 99. we imreeled 
how to eccees the chief gods, 
Grox and fcxor Grox tf oesnl 
hn vc a Fatality, but you enn 
perform his Shockwavn Stomp 
by pressing Beck, Up, Up- 
Forward and Low Kick. 


Super Kick 

Unlike Grox, Exor does hove n 
couple of Fatalities in his 
godly repertoire To Super 
Kick youi opponent into obliv¬ 
ion, stand next to him or her, 
hold the 3D Button end preee 
Back + High Kick. 


Super Uppercut 

If n Super Uppe rcut would bn 
more youi style, etend next to 
your opponent, hold Down end 

B rese the 3D Button + High 
unch Whnt goes up. muet 
comn down! 


Repeat the battle with tha 
Mentis Ant for e Sword Dit 


Wetts thn Blacksmith enn 
thne refnrgn your sword 


dintendo Power 
Classified Information 
P.D. Boh 970S3 
Redmond. IDH 
98D73-9733 


If you have an awesome trick, password Or code for our Classified Information 
files, drop us a line at the address at the right For access to even more cool codes 
and tips, check out Nintendo's official web she at www.nlntendo.com. 
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With 


sizzling 


a 


new lineup, KONAMI IS 
* jf ‘ TURNING UP THE HEAT 

M *- ** on production to devote the 
V^Sj|r majority of its development efforts 
• to the N64. Our tour of the company in 

Osaka turned up sneak peeks at THE LATEST IN 
THE CASTLEVANIA SERIES plus other SUREFIRE HITS 
O that could be TOO HOT TO HANOLE. 

KONAMI MANIA 

KONAMI COMPUTER ENTERTAINMENT in Osaka, Japan recently opened its doors to 
NP to unvt:i the company's latest N64 offerings Even more promising was the 
announcement from KCE Kobe and Osaka President, Kumaki Kinoshita that his 
company would be concentrating most 








38 


S" 

ammo mat 


of its efforts on creating games solely 
for the N64. "J believe that the N64 
has the potential to be as popular 
m the Japanese market as it is in 
the US./' Kinoshita enthused 
"That's why KCE Osaka is spend 
ing most of its power and devel¬ 
opment on creating N64 games " 
That's encouraging news for 
gamers, considering that Konami 
had mastered game development 
for the NES, Super NES and Game 
Boy with such classics as the Tiny 
Toons, Contra, Gradius, Track & Field, 
Teenage Mutant Ninja Turtles, and, most 
notably, Castlevamn games Konami's 
Castlevama series helped 
perfect the side-scroller, and 
now KCE is revamping its vampire 
game to reshape the 3 D action genre 
KCE has TO development teams of 
around 160 people each working on N64 
games such as Hybrid Heaven, Nagano 
Winter Olympics '98, NBA in the Zone 
'98 and GASP! Those games, along 
with Dracula 4-D, promise to raise the 
stakes for N64 action, and after sinking 
your fangs into our sneak preview, you'll 
agree that Konami still has great gaming 
in its blood 


GAS.,.! 
















IS BACK WITH BITE 


DRACULA 


in Osaka, where Konami's prolific developers are busily creating N64 games, the sun never seems to set. 
Here's hoping it doesn't, because they're resurrecting Dracula and inviting him back into our homes. 


B UFFY HAS NOTHING on the Belmonts The 
sworn enemies of Dracula, the Belmont family 
has been slaying vampires on almost every major 
home entertainment system since Simon Belmont's 
1987 debut in Castlevama for the NES Ten years and 
many sequels later, Dracula 3-D for the N64 is in the 
works This newest addition to the Castlevama saga will 
abandon the series' side-scrolling format and expand the 
Gothic adventure with polygons, the Rumble Pak and 128 
Megabits Dracula 3-D will also introduce mecha¬ 
nization to Castlevama, since the game wil 1 be set 
during the Industrial Revolution in the 1800s 

Dracula 3-D will offer four new playable charac¬ 
ters, including 12-year-old Came Eastfie!d and the 
chain saw-totlng Kola The latest to carry the 
Belmont burden, as well as the family's weapon of 
choice, the whip, will be Schneider While he will 
have average qualities, the other heroes may sur 
pass his abilities or excel in other areas, such as 
using magic Konami hints that Cornell Rein halt, 


who can attack only at close range, may 
be able to overcome his limitations by 
transforming into an animal- The heroes 
will also have their own personalities, and 
if a player makes choices that contradict 
those personalities, the gamer could rum 
the chance of seeing the best ending 
Dracula 3-D will progress much like 
an adventure as players search for 
secrets, items and info needed to reach 
the reawakened Dracula Of course, 
he and his tellow vampires come 
out only at night Players will have 
to work fast, since Konami has 
currently set the game's internal 
clock and lighting effects to change 
day Into night gradually over a 
15-minute period Once nighttime creeps up, the 
field of vision will narrow, making every decision 
and second of play crucial 
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The title may refer to the genetic mutants that have fallen from 
the sky, but it could also easily describe how Hybrid Heaven's 
unique mix of action and RPG battle strategy elevates it 
to an all-new realm of gaming 


I would like 


to create images that 
are COMPLETELY DIFFERENT from 


NITIALLY conceived 
as an RPG, Hybrid 
Heaven has evolved 
to incorporate a cinemat¬ 
ic feel along with the 
adventure and perspec¬ 
tive of Dracula 3-D The 
ambitious action game 
follows the. story 
of a fu tun Stic spe¬ 
cial forces team investigating the wreckage of a 
crashed space shuttle Led by Johnny Slader, the 
seven-member team discovers that the. craft had 
been transporting the mutant results of a secret 
government experiment gone awry The crea¬ 
tures, genetically engineered to be the perfect 
soldiers, somehow mutated and attacked the 
shuttle crew Crash-landing m the US, the 
mutants have taken over a city and are now 
feverishly multiplying in numbers 
While its story may be nothing new to the 
sci-fi universe, Hybrid Heaven will certainly 
shine brighter in its fresh approach to game play As 
Slader, gamers will roam about in 3-D worlds not 
unlike the characters in Dracula 3-D However, when 
Slader encounters a mutant, the battle will not take 
place in real time Instead, the player must select the 
plan of attack from a battle menu, much like RPC style 
of fighting After selecting a move, the player can then 
sit back to watch the game's fully-animated battle 
scene Rather than being a test of reflexes, Hybrid 
i „ Heaven more likely will strive to be a 

other games. thinking person's action game 

Konami is looking into releasing 
Hybnd Heaven as a Nintendo 64 Disk 
Drive game, which would perfectly comple¬ 
ment the game's customizable features When 
gamers use the same attack often, they will be 
able lo make their characters experts at execut¬ 
ing that particular move. By saving their charac¬ 
ters to Controller Paks, players will then be able 
to pit their personally trained characters against 
a friend's customized character 


—Yasiio Daikai, Hybrid Heaven Gama Director 
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Katsuyn Nagac, General Manager of KCE Osaka and Kohe 


It you prefer high-speed action over hunting vampires, then Nagano's blizzard of hyper 
kinetic and extreme winter sports may be what you're looking for. Just don't blink 


game gets too fast or / 
extreme, there's always / 

curtin 8 .|i| 

Some events wt 11 requ i re 
continuous button pushing, such as 
the ski jump or bobsled competitions, while ^**1 
some will call for carefully timed controller coordi¬ 
nation, such as rhythmically toggling the Control Stick 
to balance the downhill skier or swiftly alternating the 
L and R Buttons to manipulate the speed skater's legs 
Other events will push your fingers to the limit, such as 
the combo-style button sequences that will activate up 
to 22 gravity-defying snowboa r ding maneuvers 

Aside from capturing the speed and power of the 
Winter Games, Nagano is also a vivid 
wonderland of graphics, with polygons 
^ that are smoother than ice and visuals that 

are chillingly stunning—right down to the 
skaters' reflections in the rinks and the 
amusing end-of-competition sequences 


S " I "HERE MAY BE a seemingly 

I endless convoy of racing 
HHPJHBHI I games jamming the M64 
"l game highway, but their popularity 

among developers attests to the 
N64's fluid animation and realistic depiction of speed 
While Nagano Winter Olympics '98 is not a racing 
game, the scenes that Konami showed us from the 
high-velocity, 12-event competition blurred by with all 
the power of a gold medalist 

Nagano is ihe only officially licensed Winter 
Olympic game for the N64, and it includes some of the 
best sports of the season Up to four players will be able 
logo for the go'd and challenge record scores in alpine 

downhill skiing, alpine giant slalom ski- _ 

mg, ski jumping (two variations), freestyle ^ 

aerial skiing, half-pipe snowboarding, ,. 
gianl slalom snowboarding, 5Q0M and 
5QOOM speed skating, four-person bob- 
sledding, luge racing, and, in case the 


NAGANO WINTBA OLYMPICS 50-*0% oom^UUon 
December ’07 intimated r«l*as* dat« 


A Gold Medal Quick-Freeze 
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I'm excited 




to be part of NBA 
/ in the Zone'98. 








OTilAMI'S 
BA iKl THE ZOIME 
ES ARE THE 
ST BASKET! 
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ations are 


so realistic you feel 
like you are on the 
court playing face-to- 
face against the leagues 
A best players. 



‘IN THE REAL NBA WORLD, aach taam has 
Its own particular styla and formation of 
play. WE DESIGNED THIS GAME to follow 
those raal world alements.' 

—KazutomoTerarfo, Game Director »\ NBA in the Zone ‘98 


-Glen Rico, Charlotte Hornets 1997 NBA All-Star MVP 
muI featured player m NBA in tiie Zone‘98 




bit 


NBA in the Zone ‘98 impressed NBA All-Star and video game fanatic Glen Rice, and that's reason to 
take notice. We did, and our tour of Konami turned up more reasons why this game shouldn't be ignored 


. 



/ 


M 

F 


A LL RIGHT, so Michael Jordan isn't in this game, 
but Glen Rice, Shaquille O'Neal and 348 other 
National Basketball Association stars will 
hoop it up in NBA In the Zone '98 The offi¬ 
cially licensed basketball game will also 
boast 29 NBA teams, an All-Star mode 
compatibility with both the Controller 
and Rumble Paks, plus arenas, player 
stats and team logos that will be based on 
the current season 

The version that we saw in Osaka was 
about halfway done, so camera movements 
and music were far from all-star quality, but game 
director Kazutomo Terada assured us that the game wil I 
be as realistic as possible "The CPU will choose the 
most appropriate formation for your team Lor exam¬ 
ple, If you choose the Bulls, the CPU will use the most 
Bulls-like formation To me, it is not realistic if a par¬ 
ticular learn uses a formation that they wouldn't use m 
a real game/' Terada elaborated Moreover, KCE 



painstakingly researched each player's quirks, charac¬ 
teristics and signature moves, so players who can't 
slam dunk in real life, won't be able to in 
Konami's version either To keep the players' 

> motions true to life, the programmers cap¬ 
tured around 500 movements for animat¬ 
ing the players, including 300 for drib¬ 
bling and shooting alone 

Konami perfected the art of running 
commentary for sports games (compare 
the live commentary feel of Konami's 
Internationa! Superstar Soccer 64 with other 
sports games' sporadic and random announce¬ 
ments), and NBA in the Zone '98 will feature the live- 
style p!ay-by play from the Bulls' home game com¬ 
mentator. Complete with customizable players, full- 
season play, and player swapping and subsLiLuling, 
NBA in the Zone '98 will offer hardcore hardwood 
action tor up to four players in two-on two, and, quite 
possibly, three-on-one competition 


NINTENDO POWER 



















You may not have been holding your breath for G.A S.P', but Konami 
is banking that this anime street fighting game 
will blow you away with gale force 


T HE GENRE may already be full of contenders, 
but Konami is making GASP 1 stand our of the 
crowd with its realism and customizable char¬ 
acters Currently set for a Japan-only release, the game 
is pushing around 64 to 96 Megabits with 8 characters, 
2 bosses and 10 stages While the fighters will have 

their own special __ ^ 

moves and com ; 

bos, KCE :s try '■LiP* 

mg 4 o keen the ■ M | \ Ok 

at. ion ivahs‘c I I W^=: 
by not Tit L:Jmg 
supernatural 
ibilitus, such as 

Tee*«' moves ** ^ Wt* 

Also unusual for i' 
the genre is the 

increased presence of obstac es that payers can toss 
opponents into, such as cars, crates and even snow¬ 
men Along with hidden characters and secrets, what 
will probably keep players gasping for more will be rts 
Character Edit function, which will allow players to 
mix and match body parts to create their own fighters 
and challenge friends via the Controller Pak 
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In the move charts, we've listed punches and kicks as follows 

WP = Wobbly Punch, FP = Fair Punch, BP = Brutal Punch, P 
FK = Fair Kick BK = Brutal Kick and K = any kick. Ijuuhh, li*i 


Wobbly Kick, 
i~bl|SJIIe! 


Clay vd. fry 

Snow Cone Squeeze - 
©@©®+L Button 
(Next To Opponent) 


ipircial ufiovus 

Ice Bash 

©0©+P 

Snow Ball 
Charge ©S+P 

Ice Skate Dash Opener 
Charge ©0+K 


Ollief S'tuU ' 

Taunt x 

L Button+R Button+WP 1 

re £ 

Throw 

©+BP (Close) ^ 
Hold 

©+FP (Close) 


Bad Mr Frosty has turned 
over a new leaf and is now 
fighting for truth, justice 
and the American clay The 
bigger the punch,4jie far¬ 
ther his Snow Ball attack 
will travel 


U|2tH i^aci 

K'tavet* 

Frozen Frenzy 
®®©®©(S)®4 


edal Moves 

Buzz Saw 
Charge ©@+P 

Blob Raid 

@®©®©+K 

Mallet Launcher 
®4BP 


Claylattty 

Da Bomb 
©®@+R Button 
(Next to Opponent) 


OiUtM- SiuU 

Taunt 

L Button+FP+FK 
Throw 

0+BP (Close) 


Stiver Special 
Moves 

Irvine Axe Massacre 

““©®©©®©+K 


Blob has a good balance of 
speed and power, as well as 
a wide selection of short- 
and long range attacks 
The aerial BloMaid works 
wellasanoperftr and is 
easier to pull off than it 
looks, while Da Bomb tends 
m>e pretty finicky 4 


Merry Go Clown 

©®© J -K 

Get ‘Em, Fifi 

Ferris Wheel 

©<§>©+K 


Welcome to the 
Big Tod 

©®@©®>+K 


Off the Island 

@©©@ 

(Next To Oppone 


enemies at bay as 
Bonker The Merry Go Clown can deflect airborne 
attacks while Get 'Em, Fifi will take care of any 
attempted low blows 


I aunt 

Bueton-t-R. Button+WK 
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Special Moves j Super Special ] 

Unearthly Travel Moves J 

@©®+K Taunt 

_ _ L Button+R Button+WP 

Great Pumpkin 

©®@+P ' Throw j 

@+BP vJ 


Other Stuff 




Fire Fire 

©®@+P 


EWJ Punch 


UCL\ ICLLIX 

Knock off Top Half 
<©©@+R Button > 
(Next to Opponent) 


UIIKM MIUI 
Taunt 

L Button+R Button+WP 


With hi&sfljjertiir 
jumping ability ^nd 
Air Voddoo Surfing 
move, Houngams a 
tough guy to tag. The 
Super Chicken 
Attack is powerful, 
but it's effective at 


Earthworm Jim is one of the more 
challenging fighters to use He doesn't 
have a huge bag of tricks at his dispos¬ 
al, so you must use his long-range Fire 
Fire wisely if you want togain the 
upper appendage The stronger the 
punch yoause for the move, the faster 
a Fire Fireshot will travel Luckily, the 
Super Fire attack alone is good enough 
for a four-hit Lousy Combo In addition, 
his EWJPunch wil^ie very familiar to 


fans,of fH^Street flghter senes % 


Special] M^Ves 


Voodoo Surfing 
©<g>®+K 


Air Voodoo Surfing 
©®€>+K (In Air) 


C 


hicken Baseball 
@<S>@+P 


Clayta Bad Hand 
©®@©+R Button 
(Away from Opponent. 


Taunt ■ 

L Button + * i 

R Button+WK 


Super Two 


Super Chicken Attack 

©@©@®©+P 

L 


s, 


If you keep Ickybod close to an oppo- 

ilv 


nent during a combo, you can easily 


nga 

tack on a Ghoul Roil powered juggle or two at the end The 
Unearthly Travel teleport is good for a surprise, but don't 
expect it to work too often 


close range only, and it puts you in a nasty stall If you miss, you’ll 
leave yourself wide open The Claytal Bad Hand is one of the longer 
Claytalitiesm the game 





























The fighting chef's Pork Fried 


Rice starts lew and strikes 
higfc and his Egg Foe Young will deflect most any attack 
Kuna's taunt is one of the most fyianpusi 


Rabbit Out of Hat 
©©@>®+R Button 
(Away from Opponent) 


Scoop 2nd Throw 
®®©+FK or BK 

Over The Top 
®®+BP 

Hoppy Stomp 
Charge ®@+K 

Rabbit Strong Arm 
©®®®@+FP (Close) 


Taunt 

L Button+R Button+WK 

Launch 
Hold ®+BP 


■ing-range attacks are the robo-rabbit's w 

Specialties, but you must use the Floppy 
Stomp at a specific distance for it to wor k J-.. 


mm l VlOVVrb' 

Taffy Noogie 
Hold ®+K 

Gum Toss 

<§>®®®©+K 

Taffy Twist 
®®©+P 


UTTei- irpecLU 

Moves 

Big Gun 

Hold Any Punch 
+Any Kick 


Taunt 

L Button+R Button+WP 

Launch 
Hold ®+BP 


MlgiGTOWaff y‘s moves and combos end with blows that send your 
opponents sprawling away from you, so its often difficult to come 
up with anything better than a Lame Combo You'll haveto be quick 
and clean with your auto doubles and linkers if you want something 
as good as a 13-hit Little Brown Betty Combol 


Super Special 
Moves 

Pork Fried Rice 

®®@®®®+K 

Claytality 

Bruce Lee Squish 

®®® s 

(1.5 Body Lengths Away" 


Special Moves 

Crane Technique 
®®®+P 

Egg Foo Young 


Other Stuff 

Taunt 

L Button+R Button+WK 


The Crane 
®+BK (In The Air) 

Overhead Attack 
j.: ®®+P 


yperape 
Moves 


) 


•V. 




















































The cuy Has hit the 

FAN! DOR STRATEGY 
SPECIAL IS OVERFLOWING 
WITH GOOEY MOVES A W 
CRUSTY CiAYTAUTlES, 

Dive right on in! 


II this is Tuesday, and there are gobs of clay everywhere, then the game 
must be Clayfighter 63 V* 1 CF has undergone a few changes since our 
Volume 97 preview The globby gladiators you sec on the right 
have been dropped, and others have had their fighting repertoires / 
modified, so here's an updated fist of awesome special moves • 

and putty-punishing 
Claytalities To use a Super 
Special Move, you must charge 
your power meter to at least level 
one The CF combo system works 
much like the K\ combo system, with 
openers, auto doubles, linkers and enders 
Depending on how many moves you can 
stnng together, you might rack up enough 
hits to score a Little Girlie Combo or 
maybe even a Little Brown Betty Comboi 
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<£i 1&97 BOSS GAME STUDIOS INC f \l L RIGHTS RESERVED TOP GEAR 
RALLY IS A TRADEMARK. OF KEMCO UCENSEDBYNINTENDO 


Buckle up and plug4g your Rumble 
Pak—video game racing fust got 
real. Midway's Top Gear Rally is 
f one of the most authentic racing 
simulations available for the N64, and 

this month Power has the driving tips 

( 

i 

and strategies you'll need to triumph on 
every course, 






































As you earn roily points and progress 
through the season, yen’!! get your pick cf 
one or two new cara These new wheels 
am test, but control and handling are what 
counts when you're driving to win 


HOT WHEELS 

Top Gear Rally features 21 races and six racing seasons / modes Spring, 
Summer, Fall, Winter, Professional and Expert As you earn rally points, you'll 
graduate to fester, high-performance vehicles But as you play, you'll discov 
er that the cars that go fast wdl often finish dead last on difficult tracks or in 
ugly weather The key to winning is to pick your car based on course condi¬ 
tions. Use the four wheelers on gravel tracks or in muddy or snowy tracks 
Fast acceleration outweighs top'speed when you're racing across twisted ter¬ 
rain, and engine location will often determine how your car lands when 
you're pounding down the hummocks on a bumpy road Finding the ideal set 
of wheels for each track can require 1 hours of research, but we've simplified 
the process with notes on each car in the game 




SPRING 


You'll begin the road rally season with the LD and ES cars While the LO has 
better acceleration than the ES, it won t comer as well or tight turns Make 
the most of the ES’s top speed on the- dry Coastline and Jungle tracks 


The IP and CE cars are evenly matched, but if you re prone to bouncing i 
guardrails and barriers, the CE has the acceleration you’ll need to get b 
the race Be sure to check out the CE s Nintendo’Powerdecals 1 



r REAR ENGINE 
' 6-SPEEO 
RWD 


I FRONT ENGINE 
6-SPEED 
RWD 


While the M3 and SP rally cars are faster than the spring and summer racers, 
their rear wheel drive makes them tough to handle on gravel and mud TheSPs 
rear engine will pop the car's nose up if you catch air on htgh-speed jumps 


FALL 


mum power 










m m ga aa a^ammmm Nasty weather makes the winter circuit races exceptionally difficult, but 
mng a n§ M f*§J those fast four wheelers will no through torrential ran or slippery snow Tilt 
a a m * m ■ balanced RS will b eat the fastest cars on the Professional and Expert tracks 
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You can select the ?S after you complete the Winter cir¬ 
cuit This car is fist but the rear ongme wil' pull the bnck 
of the vehicle down on jumps Use the RS on the bumps. 



If you’re declared champion, you II get to drive the best 
vehicir-.sin the game You’ll win the Milk Truck after the 
first your and thr- Helmet Car after the second 



Yuu cans sleet gn 

S t, normal or slippy tires. 

rippy tires are great far 
novice drivers, and they 
work on ell terrain. After 
you ve mastered the 
geme, try a new driving 
style by popping on a peir 
of slippy tires. Slippy tires 
tetyou to slide through 
the turns, which is useful 
oa the Coastline course. 


There are thre j types of 
* v *sp* r "'O'* n t^e g* m cr- 
seft, normal and herd The 

S a of suspension yoa 
set is primarily a mat¬ 
ter of personal teste, but 
you'll find that the herd 
suspension has less 
bounce end offers mere 
control on humpy circuits 
like the Mountain end 
Desert courses. 


Like most r cin , g mss. 
Top Gear Ra IF y lets gamers 
choose betweeu automatic 
and manual transmission*!. 

If you’re just learning how 
to play, the automatic 
transmission is an ideal 
choice, but you’ll want to 
greduete to the menuel 
transmission leter so you 
can downshift to broke 
through hairpiu turns 


io,i Gear .idly features 
l^ree i>pt : oir, * ri "g: 
tight, normal mid louse. 
Tight steering is excep¬ 
tionally sensitive—a smell 
tug on the Control Stick 
will spin your vehicle side¬ 
ways Loose steering is 
very forgiving, so you can 
crank on the Control Stick 
without bouncing your cor 
from curb to curh 


DRIVING 

PERSPECTIVES 


How do you like to view the road ? Selecting from Top Gear Rally's 
three dnvmg perspectives is really a matter of personal preference, 
•* 'just life your suspension, transmission or handling—there isn't a 

particular viewpoint,that will *.id you in winning or keeping your car 
under control Novice drivers should Select the .exterior per spec t we so 
they wont get lost when spinning out or crashing into barriers. 
.Experienced drivers tend to choose the view with the rearview mirror 
so they Can block traffic bthind.thur vehicles If you're driving the 
Milk Truck, use one of the interior perspective^ or you won't be able 
to see the cars directly in front of you 






There arc three driving per 
spectivesmthegame You can 
race outside your car with the 
extenor view or use one of the 
two inttmor perspectives 
You’ll sacrifice your tachonK 
ter if you choose the rearview 
mirror option 
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FAST TRACKS 

Top Gear Rally features five tracks, but a special nit or option fevers 
os all the tv\nsts and turns in the courses, so H looks like thv.re are ten 
venues in the game We've mapped a)I five of the normal courses on 
these pages Note r the. locations of the shortcuts on the courses— 
you'll need to ust every shortcut to win on Championship mode's 
Professional and Expert levels Watch your speed through the ight 
turns ancfihigh bumps irahe danger zones 
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The (coast)ine course rs fiat and paved with wide, sweeping turns that 
keep the fastest drivers on tiiemad $nd off the curbs This track isn't over 
ly challenging unless you'rt trying to break records m snowy or rainy 
conditions The quickest way to get ahead of the pack is to take the shorts 
cuts across the beach and between the breac i in the old stone wall 


After the second tunnel you II see a broken guardrail above a beach. ^ 

Punch the accelerator and jump between the gap and onto th^ sand T fe 

Continue straight, clmb the embankment and blast up onto the course. 


Two turns after the beach shortcut you II see a pasture surrounded 
by an old stone wall Drive through the broken gap in the waH and cor. 
tmue across the field until you can jump back onto the track again 


Tht Jungle is an easy track ns lortgas ybu remember 'o'watcb yourspe^d 
on the twisting turns halfway through the course Much of this track is 
built around wetlands, so it's important to stay on the road or you' 


up mired in the mud Cold weather wil freeze these swampy arc as, and 
savvy drivers will look for new shortcuts across the frozen laker 


i 


The first shortcut is on the outside edge of the first turn If you look ^ 
closely, you’ll spot the tunnel leading away from the course If you keep 
using this tunnel route, you'll move up three places on each lap 


Many dnvers roll through this shortcut when they miss the first hur 
pm turn and carom off the road You don't have to stay on the road .. 
here, but.sjow down or the bumps wi’l toss you off the course Jf 


This is it—the toughest course on agy circuit The narrow' canyons and 
loose gravel will give you the most trouble, although the shortcut through 
the wooded grow is the meanest back road stretch m the entire game But 
if you can win in the Desert on a rainy day you']| beat the rest or the field 
on the other courses under any type of weather condition 

immmmmm 2 


J As you leave the city you’ll see a farmhouse at the side of the rood 
Drive through the pasture and into the forest Stay in control on the 
dirt road or you'll wrap your headlights around a tree 

POWER 
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The narrow switchbacks leading up the side of the steep Mountain 
course might seem intimidating, but you'll find that this course is 
a piece of cake if you take your (/me and wait to pass other vehi¬ 
cles on the inside corners. Near the summit you'll find the Jacked 
Up Road Keep your speed down on this abandoned track or you' 
be launched into orbit 


START 


I Look : or thb yellow "Jacked Up Road" sign next to the Mountain 
stage's only shortcut Thu kev to successfully navigating this steep 
dirt rood is to keep your speed down and your vehicle's nose up 


T he narrow, winding switchbacks leading up the mountain make it 
nearly impassive to pass other cars Patience is your best weapon 
Bidt your timn and pass on the inside of the turns or when the course 
winds around the lake shores 
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MIRROR, MIRROR 

r e 

Just when you think you have? a track memorized, the developers at 
Boss Studios turn you around with a Mirror Course At first glance, a 
Mirror course looks like a track you've need before, but you'll quick’ 
|y realize that everything left is now right and everything that was 
right left Pven the words on signs are backwards 1 


The Strip Mine is a hidden 
bonus course you can play in 
Arc n dt Modi if you finish first 
in every rdce during the Sixth 
Season This is a fast tnck 
with long straightaways tight 
turns, construction equipment 
and an open drawbridge If 
you're looking for additional 
variety, finish first in every 
race dirmg the Sixth Season 
of the second year If you pull 
of r this amazing feat, you II be 
able to churn up the dirt in the 
Strip Mine Mirror course 


£. NIGHT 


Thtroafls \x* dry nijht, but 
your ha .flights can't pan iti 4e 
th« murky Jarknass. Watch tlr 
taiUighrs of the cars in front of 
yoar vehicle so you can Antici¬ 
pate the twists and tdrns ahead. 


You'll see wore of the road in 
foggy conditions then yoa can at 
night or in the rein. The road also 
stays dry so yoa don't have to 
worry about slipping Ground or 
spinning out in the turns. 




Yba'II find the same amoant of 
traction on n wet asphalt truck 
that you'll find on a growl road¬ 
way. Keep your momentum up 
while driving in the mad or you'll 
• • d up being bogged down 

- * V.* 

4 SNOW 

Snow is the slickest end most 
dangerous driving condition in the 
gome The falling snowflakes 
will severely limit yoar view of 
tho roed, so try to memorize the 
coarse bafore you race. 
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Drrving the fastest car and memorizing the shortcuts for every course won't guar¬ 
antee you a championship There are three essential driving techniques you'll 
need to master before you’ll be able to sweep the Professional and Expert cir¬ 
cuits Luckily for you, the racing fanatics here tt Nintendo Power were generous 
enough to divulge their best Top Gear Roily strategies Now you emtafe’ to the 
road with these handy driving tips and kick some senous asphalt 


SKID CONTROL 

Wet pavement icy conditions and loose gravel will throw your vehicle 
into spins, and if you don't knowhow to react, you II end up over a 
guardrail or wrapped around a tree trunk Avoid those potential disasters 
by learning to turn into the slide whenever your car begins to s kid out of 


NO TAILGATING! 

Unlike other video racing games. Top Gear Rally doesn t give you any 
drafting advantages when you drive close to the bumper on the car in 
front of you There s no advantage to mingling in heavy traffic, especially 
when other vehicles can bounce you into walls and guardrails and possi- 


If you successfully complete all six racing 
seasons, you’ll drive up onto the podium 
and earn the title of Rally Champion You'll 
also win the keys to the game’s special 
bonus cars. 


control T he trick is to tur your wheels m the direction of the skid and 
accelerate. By turning into the skid and tapping thn gas, you’ 11 minimize 
your chances of spinning out If you react in time, your car wil f pul’ out of 
•the skid, and you’ll remain in control and on the roadway 


r 

/ , 

bly force you to spin out The best way to avoid trouble is to pass each 
car as quickly as possible If you’re passing on a turn, cut to the inside so 
the cars can't swing w:de and force you of f the course Defensive driving 
will always pay off big when you're m a crowded field 


REVERSE AND SPIN 


Smashing into a wall or other obstacles can get vou all turned around, 
wasting valuable time as you struggle to get back on the track. 
Depending which driving perspective you've selected, spinouts can be 
disorientating You might not realize you're facing the wrong way until 


you hit the gas Switch to the exterior driving perspectivn to get your 
be:* rings, thin pull back on the Control Stick to hick up and hit the gas to 
start racing in reverse After you vc picked up some speed, let off the 
gas and s pin your car around until you’re facing the right direction 
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Arcade mode is a timed racing challenge 
for one or two pldyurs Von earn more 
race time and get to drive farther along 
the course ns you roach each check¬ 
point sign if you're up against a good 
driver, the last thing you II nuud to 
worry *bout is making it to thu next 
checkpoint As you win more seasons m 
Championship mode you li find more 
courses in Arcade mode 


lAt r/27 
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im/alkue 
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Championship modt is a 21-racc, road 
rally senes You begin each race in 20th 
place and try to work your way to the 
front of the pack before you complete 
three laps The field gets faster and 
the courses get tougher as you rise 
through the rankings Your progress, 
including bust hp and course times for 
evt>ry track in the game, can be saved 
on a Controller Pnk 








Whether you want to starch for short¬ 
cuts on a sunny d^y or leai n how to 
master a manual transmission Practice 
mode has everything you'll need to per 
feet your dnving techniques It futures 
the racecourses that you've complet¬ 
ed in Championship mode, and you can 
select any weather condition If you're 
looking for a tough challenge try racing 
in a snowy desert! 


Even if you're the best Top Gear (telly dri¬ 
ver in the world, you'll always find a chal 
lenge when you select Time Attack 
mode Time Attack lets you race against 
a ghost image of your best time around a 
selected track You'll oam^dditional Time 
Attack cou r ses whenever you sweep 
first p!ace in all races of any season in 
Championship mode Sue if you can get 
themalN , 


a car detail shop with 


Top Goar Rally's Paint Shop combines 
elements of Mario Paint You II have as much tun and spend as 
much time here customizing your car as you do racing on the 
tracks The Paint Shop lets you apply text or -geometric shapes 
in sixteen different colors over every pixel on your favorite vehi¬ 
cle A handy mirror feature lets you copy the design from one 
door panel and reverse and apply it to the door panel on the 
[Opposite ^side gf the car. This means you don't have to^spend 
hours tweaking- your artwork to create that symmetric^/ show¬ 
room effuc M.ike^a, jg^takc Thwrsar^OQO wjth a click thanks 
to the Undo command When youf mt^terptece s pjgmpie.te, 
you can sav*, it to your Controller Pah 11 always hayed 

ready for race day, even if you're racing on your Neighbor's 
N64 Your custom paint scheme is transferable Jp every -car 
except the bonus vehicles 


JXJJ/J r~t ^iU*J AJJ 

li/j&u/jnuj ajwjjuj 


Highlight one of the ten panels on your favorite car and go to work with 
a spray brush or n wide assortment of decals Some joker did a clown 
design on the hood of the radical set of wheels above After you re 
done, make sure you save your masterpiece on your Controller Pak 


if \ iti’rc ready to rac n tin si fri n$, check at. illy s multiplay# r 
ip ti in You can race helmeK -fr jlmef in Arcane r iteacticv mcJe. 
Chouse an* track or ca- ydKy' , * ,r trod in Chi^p'orts^ mode, 

than roll up to the start mg line. The gome's split screen perspective 
gives you a wide angle view ol the road The wily drawback we 
found with this exciting mode of ploy was tbet the devetopers didn't 
let gamers race in sunny weather conditions. 
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1996,1997 3D flpfilmslnlcrtainmcnt Alt flight 
Reserved Licensed by Nintendo 


Waves of ugly, grunting aliens have invaded our solar system and it's up to Duke Nukem to save the 
day. Unless you've been living under a rock, you've probably heard of a similar story in an old game 
plot or a really bad novel. Originality and innovation don't exist in Duke Nukem's universe. The game liber¬ 
ally borrows script lines, settings and props from popular science fiction and action movies, poking fun at blockbusters 
like Aliens, The Hunt for Red October, Total Recall, and Independence Day. It looks, feels, scores and even sounds sus¬ 
piciously like Doom, but the hero's obnoxious attitude and low-brow humor are like nothing anyone has ever seen 
before on the N64. One could 

suggest that Duke were in a ^ 


Aliens have invaded earth 
and Duke must sbvp dia day You 
begin the ysme in the smoking ruins 
o! die United States and set off to 
demolish everything in the soler system 
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DUKE NUKEM 64 


Duke Nuk :m 64 isn't a carbon copy of its popular cotnput- 
^ ‘ er counterpart. Ev in if you've already incinerated everything 

in the computer a one, you'll find new levels ind secret areas to 
demolish on the N64. But, depending on your tastes, you may find to it Duke 
Nukem ft fells short of your expect itlons. The graphics are crisper on toe 
computer Duke than on Nukem 64, but there's only so much you can expect 
from a television when you compare it against an expensive computer mon¬ 
itor. The story's gore and adult thanes earned the N64 title a Mature rating, 
but Duke Nukem 64's attitude and content have been toned down in contrast 
to the original game. ___ 


GT IntentclivH's Duke 
Nukem G4 features new levels 
and secret areas yon won't find 
m popular computer version of 
the game. - - ——— 1 


POTTY E-SUMOR 


Besides Portable Med 
Kits and other first 
aid, Duke Nukem 
includes unusual 
methods for restoring 
your health points. 
Try taking a sip of 
water from a drinking 
fountain, or making a 
rest stop at the near¬ 
est public restroom. 


Two to four players can duke it out with high-pow¬ 
ered weapons in a multiplayer Duke Match. While 
the game's graphics aren't as crisp as the multi¬ 
player combat modes you'll find in games like 
GoldenEye or Star Fox 64, Duke's unusual weapons 
are some of the best in any multiplayer arena. 
There's nothing quite as fun as blasting your foes 


Restrooms and drinking 
fountains will instore 
your health points. 

Since the eliens know 
this, they tend to hung 
out at the watering 
holes and rest stops. 

Teke oot the foes without 
hitting the fixtures. 


Gamers got a wide 
engta view of the 
action when they 
select o two-ployer 
Duke Match, while 
four players will see 
o smaller, quarter- 
screen view es they 

stalk e^ch other hi 
oos of two multi- 
pi nyer arenas. ^ 
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The Abyss is a 
r deceptive maze com¬ 
prising hidden switches 
tricky jumps and an unhealthy helping 
of hot lava. Your objective is to blast 
your way into Battle Lord's secret 
base buried deep beneath the San 
Andreas Fault. There's only one key 
card in the entire stage, so you'll need 
to look closely for the switches and 
secret passages that will take you to 
the next level. 


This cliff-tcp gun wifi tire el anything that 
slithers across the desert rocks. Select the targeting 
crosshairs feature on the Player Option Menu and blast 
the gue before it sees you. If you ed|ust the grenade 
launcher's trajectory and move the crosshairs above the 
target,, you'll knock the gim out with 0 single round- 


If you have fuel in your j«t pack, you can dodge 
the prickly cactus on the ledge and fly directly to the 
Sica Key Card, If eot, lean against the wall end try edging 
your way to thfl cord. Ranumhftr to take out the two 
creeps on th 0 cliff above you r heod or they 1 II do some * 
senflUs srihtMctioiion your health points. 


This is the farthest point down the toxic 
river you can roach unless e massive earthquake or 0 
passing meteor breaks loose the hreken boulders over 
the falls. Collect the night vision goggles in the comer, 
restore your hedth, and work your way back up the 
creek to Points 4 nod 5 on the .map. 


Hr The Blue Key Card will uptn the chon link fence and 
get you inside the first port of the Abyss maze. Use the 
night vision goggles to find the pipe bombs and read the clue "Go 
With the Row"—a hi«t about 
the toxic river leading down the ' Ipf \ j Hi 

canyon. Head for Paint 5 V 

before you gn swjtmnmg. 1 I JEf fifil 


• AMMO •ITEMS 

• WEAPONS O SECRETS 

• HEALTH •BABES 

€ ATOMIC HEALTH 


pech to get up to the 
memorial plaque next 
to tho two cactL 
You'll trigger on 
earthquake whan you 
stand text to the 
monument 
i The tremor 
i will widen 

1 the rift 

I tedding into 

f the Abyss. 
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DUKENUKEM 


Youn-edt ,t jehadloftht jrfm print buttons in bothtrculircIrairLcr&to 
st ix. mother irthcjmke deep in lh^ Abyss. This secoi * irthqi ke will tp an t;•* new 
tunnel Lading fromth j ! iv« fokii to tfia dxit. T uchlli : c Jim print at th t 'f tlw«t*irs, 
then jump oft thes f iirs amd dim onto the -'lffbrai rising out of til* ground. If* mstiMhaye 
fuel in your jet pack, you can hover v j to tH p' >t Lrm as it rises toward th£ cailmg. Th* 
palm print at the top f the I tform will op-nth e tunnel I idmgtlirouQhttjrestof 

St* j* m I I— • " J w - # ■ W *m w I «j 


After the earthquake subsides, leap 
from the left side of the memorial plaque 
toward Point 6 on the map. You’ll find an Atomic 
Life pnwemip on xi ledge There's 0 second 
Atomic Life on another ledge far below Use 
your jet pack to brack file impact after each 
■rt. ; - \ ’ V- _: jump or you'll 

1 lose your 
I healln points 
t getting back 

oV\ I fothe 

, ground. 


Your reinforced boots 
will keep your feet from 
melting in toxic green glop, 
but even stool toes will liq- 
uely in this extreme hoot. 
Run across the lava before 
you lose your soles... 


V# The greenish blue bolt of light blasting through 
tins open hole won't hurt you, hut it will shrink you down to 
the size of tin action figure After you've been hit by the 
light, make like 0 sewer ret end scurry through the small 
hole leading out of thn chamber. Hurry nr you'll pop buck to 
normal proportions while you're still in the bole. _ _ 


Are you in the mood to party? 

There's n fireside dance and 0 party mix of 
Atomic Health pnwerups on top of the 
rock ledges ebove the lava river Blast 
open the creek m the wall and climb along 
the p essays Idled with ammo end health 
kits, then searchnlong the river for an 
island with a rock and a palm print. If you 
tnuch the palm print and continue tumping 
up the ledges p 1 * 1 ■■ ■ ■ 


II you climb up the 
rocks m too much of a hurry 
you’ll miss thn woman 
trapped in the rocks Turn 
around end activate your 
night visron goggles so you'll 
spot her,right a way. 


around thn lava 
flow; you'll eventu 
ally end up out on 
the dance floor. 


This steep; dork com 
dor is your ticket to the finnl 
area in this stage. You’ll need 
to rely on your night vision 
goggles to spot end dispatch 
the monsters before they cen 
□mbushypu - 


Leaping ncroas the jugged 
platforms surrounding the alien 
chamber can be one of the tough¬ 
est tasks in the entire gome, espe¬ 
cially if you have problems judging 
thedistancc between each ledge. 
II you still heve fuel in your jet 
peck, fly to the stairs on the other 
srde cf the chamber. If you don't 
huve a jet pack, take your time and 
carefully line ynursell up with 
each ledge before yon 
make your leep . 


Therein alien sunny 
posted next to the door feeding into 
the alien chamber He’s actually doing 
double duty since there's a secret door 
directly behind him. Use your night gog¬ 
gles to locete the nntrencc. 


*mF While most stages end when you 
find end punch e Self Destruct button, thn exit 
out of the Abyss iso leap of faith into a dark, 

slimy pit Press ■ imgrTpi 

thn n Iir n claw ■ !? 

print to raise thr — 

roof ebove thn ^ 

exit, then drop into 
(he kingdom ol the mj, £ 

BattleJ-otd. K ' ' 
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You've been 
^ deep-sixed in deep 
space. Warp Factor is a 
tiny ship pecked with alien fiends 
who snesk e round and wait to 
ombusti you in areas you thought 
you'd already explored. You cen't 
fight the enemy with high explo¬ 
sives when they're standing in 
your face. Tho key to survival is 
knowing when to anticipate an 
attack so you can get them 
before they get you. If you take 
careful note of the strategy tips 
on these pages, you might live to 
see the horrors waiting for ^ 
you on the next pin net. dr 
Then again, you might / 
prefer to curl up inside / 

| an empty cargo hold, In 


Nasty, explosive toasties ar~ waiting to horns in on 
you ns soon ns you boord the ship. The best way to deal with 
these pests is to shoot groceries into the room es soon os the door 
opens Launch the grenades at an nnglc off the walls so they 
bounce into the far careers ef the room. If you Him hand-oo p.t the 
walls, tbs grenades will bounce book inside your elevator 


Mo$t tft the square punets in this 
earyo bay ore locked, but you'll find-a damsel 
*ui distress in the nno 
next to the armory. ■ 

Keep an eye out for - ^ t g 

aliens trying to sneak * ^ @ 

up on you during your IjV jj g 

rescue attempt , Pi; 


The left ele^ 
vatoi is booby 
trapped. You'll 
tahe some do mage 
going down thn 
shaft, hut \Vs the 
only way to get 
the Blue Key Card. 
Clear out the 
remaining aliens 
hiding in the rubble. 
Look for the coni in 
a hole* at tho bach 
of the chamber. ^ 


Ybu'll use tile Blue Key Card to gain 
access to e maintenance elevator leading up to 
the ship's starboard engine. There's another 
explosive alien waiting to home m on you the 
moment the elevatoi door opens Heveyoei 
grenade launcher ready so you can . 
bounceexpto- P b f 111 ' 

sivcsdoyun lit . -j - 

theconidois wR B fl j / 7 > 

afield ef you. I* I H |/ >_/ 


alien scum placed 
explosive trip wires et 
the bottom of the light 
elevator Toss a pipe 
bomh next to tha door, 
close the elevator 
doors, and hlastthc 
trap into oblivion.. * 


To open the last door at thf 
biick ot tho starboard engine, flip tie 
switch next to the window that loohs out 
across the stem of the ship. On the floor 
inside,you'll find a red pistol clip contain¬ 
ing red dum-dum bullets. Rip the switch 
riser the wall tu take the automated main 
tenanceshuttle B * 1 

from ths star- 1 HV' 
board engine to I .*• *, 

the port. l-f , |» 1 


: • AMMO 

r • WEAPONS 
y • HEALTH 
y) •ITEMS 
' •SECRETS 
• BABES 

• ATOMIC HEATLTH 
















You'll need to «se your 
trusty grenade loancher to 
clear out the aliens wandering 
the corridors inside the port 
cnijino The Yellow Key Cord is 
locked oway in o vault but if 
you press the middle button on 
the side of the safe, the vault 
will open so you can grab the 
key. Punch the button inside rtie 
safe before you leave, then turn 
around end take the elevator . 
down to Point H cm the mop. 


f Ybu're heck in the room you blew up ear 
tier in the stage, but now you cen grab the three 
Atomic Health powerups you couldn't reach 
before Watch out, or you'll get burned by steam 
spewing from o ftoken pipe. __ 


A couple ot heavily armed aliens arc 
waiting to ambush you when you reach the 
Iront of the port engine* Dispatch them with the 
grenade launcher or the pipe bombs, then res¬ 
cue the babe behind the computer consuto. 


If you've'played your cards right, you 
should have foil health points end full ammunition right 
now. Life doesu'tget bettor than this whenyoti'ree 
courageous space hero. With all this great stuff, you 
know thatthere has to lie a catch When you opened that 
vault and grabbed the Yellow Key Card, you triggered 
some sort of silent alarm. Evary corridor is crawling with 
nasty aliens iu all shapes and sizes. Keep your wits about 
you and conserve your n..- , - • - - ^ i 

ammunition until you've 111? a i " ^ 

defeated the enemies ’ wf ' NS5fc ’** a * 

waiting for you on both J 

sides of the yellow door. * 3 | 


Someone or something broke all 
the tights iuside the massive chamber below 
the ship's bridge. Activate yuur night vision gog 
gles and use your meehine gen cr qreoeda 
launcher to discourage the homing aliens Rue 
up the only romp in the room and activate the 
secret door behind the map. 


tfau coidd have gone through the doors feeding iato 
this computer room, hut by tumping through the map you've con¬ 
fused oil the aliens waiting to ambush you inside the massive 
chamber. Listen closely and you'll hear them banging on the doors. 
Load upon the ammo in the room and hit the switch m the corner 
to deactivate the force field surrounding the ship's reactor - 


^■•^tou vemad itullihe 
way to thu bridge! If you 
doci jto takejust one gc lte 
out if this vi *ll-stocked anu 
thoroughly trash®. re im. make 
surt it's th? Atomic Health 
puweru.j next to the ship's 
monitor. This place Is just Irt- 
tl i te <uiet to feel i jcure. 
T^-tae to the abandoned con¬ 
ference rc mi n$xt to th3 
bnd a a an J mak j sure you nuvur 
turn y jiir rack on the ' jor. If 
youhave^m ment,m ss 
rom l with the lapt jy> comput¬ 
er n the desk ar open i j the 
\qot to the he jlly heady he jm. 
If you tfun't havj moment, 
anniiiilth jtien m jushefs, 
then tap the buttons on the lap¬ 
top—the uo. r will still open 
niter you've demolished every 
thing else in the room. Grob tho 
captain's trusty missile launch¬ 
er in the Really Bendy Room end 
make your way back down to 
the reactor core ot 
Point 16 on your m?p. 


Now that 
the aliens have 
blasted themselvss 
apart against the 
closed doors, 
explore the mas¬ 


sive chamber and b ■ 

open the storage bin. You can't reach the button high in the corner, but 
you can hit it with e bullet Run to the other side of the room end jump 
' through the secret dour before it closes. _. _ __ 


If you're wearing a sturdy parr ot boots, you won't hove 
to sweat wading through the redioectiva muck to the elevator at. the 
canter of the ship's reector core, hut rf yoa've worn holes m your 
soles, you'll hava to run to avoid looking like a microwave entree. 
Blast the final alien creep waiting for you at the exit, than punch the 
Auto Bestiuct button and beam down to the Fusion Station. 


NINTENDO 64 
















W& would venture 

to gu^ss that a mean- 
spiriied programmer designed 
Tiberius Station so gamers would never 
su^jst that Duke Niikem 64 is an 
easy game. You'll be; so bndly out¬ 
numbered in this overrun outpost 
that your only chance, for survival is 
hiding in the cramped ventilation 
duets throughout the facility. Th te 
only problem with this strategy Is tint 
the aliens arc drawn to heat, and the 
conditions inside the warm, dark 
vents ara ideal for hatching eggs and 
raising hungry young offspring. The 
odds arc unfairly stacked against you, 
and these tips arc your only chance 
for getting out aliva. 


There's an ambush 
suiting for you around this 
cornet Even if you survive, stony 
hatchlings will drop fromtha 
dark shadows near the end of 
tfm dreary carridor. Take a 
datflur by blasting a hole in tha 
wall end leaping up into the ven¬ 
tilation system. 


Kit the J? 

switch at the far S 

tight side of the h 

chamber, than run 
across the roomta 
the open Supply 

Room duor before it 7 rv, > t » t 
can close Repeat the 
same trick with thp switch on the 
fa ft side of the chamliar room to open 
the door to lba stations Armory.. 


Tha ventilation ducts are 
creepy places to explore, hut they can 
da wonders lor your Sacret Place scare 
at the enrl of the stage. Stick to your 
guns and avoid bigh explosives hi these 
tight quarters. You'll need to save your 
higgest fireworks for the brawny beast 
naar the and ot the level. . 


• WEAPONS 

• HEALTH 

• ITEMS 
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Those alien creeps will h* a little lass than 
thrilled to find out tbit you've dropped into the Central 
Control Room via a broken air vout. but tharc's not a lot they 
can do about it ones you have the Blue Key Card. Rasort to. 
using yuur Holoduke whan things qat hat and you naad to 
create a diversion so you can make a hasty retrofit Don't 
forget to blast the slimy aliens off tha ceiling in the next 
room before running outside tha contra! room. 























DUKE NUKEM 


You’ll find a hidden door 
next to the cargo door that you 
could open trom the Central 
Control Room. Eliminate the 
elicn inside the secret room, 
then pick up the spare aimnuni- 
tioo, eight goggles and the bot¬ 
tle of Vitamin X. If you're low on 
health points, this is a good 
time to revive before running 
through the large door leading 
in Point fi on the map. 


If you still heve a jet pack, you con blest 
open this vent and crawl straight to the room lead 
ing to the exit While this shortcut might seem 
oppeeling, there's a massive heast waiting to have 
you for lunch just before the end of fire stage. Wait 
up in the vent until * 

you see e hidden "1 : " tl 'i 
door opening . , 


stocked with 
extra grenades 


turning the corner in the hat 
way loading to Point 7 is extremely 
difficult, especially ifyou're low on 
health prints. If you're looking for o 
rest break, make a left into the 
restroom at the beginning of the hall¬ 
way There's an alien taking e break 
in the only stall inside the room, hut 
if yoer aim is true, you won't damage 
the porcelain fixtores. When you're 
feeling hotter, lob a couple of grenades 
around the corner nod finish off the 
remain i«g foes at the end of the hall¬ 
way. Your Blue Key Card will get you 
. through the locked door. . 


The Red Ifcy Card is at the bottom otjtrc 
murky green pool. Wilting m this toxic broth will wear down 
tire protective lining y round your boots, end attempting to swim 
with the monsters beneeth the gooey surface will quickly wear 
down your patience. Grah the Red Key Card at Point 9, then, if 
ynu still have any stamina left, look for the entrance to the 
secret area near Point 9. Just remember to get to the Atomic 

Health powerups before 
— o 1 your health points run out. 


You a? n reach the 
room next to the Control 
Room if you use your jet 
pack to fly inside tha venti¬ 
lation duct in the lower right 
corner near Point 10. Crawl 
through the corridor until 
you see a pink glow reflect* 
mg through the venL Meke 
sure that you grab the mis¬ 
sile luunchcr 


Yiu o di use we rtz.6 foy C5rd on tire dcwrar M 
take it out with the upy b-3StgunJmgtfi« axit, lUtthtre's 
in « .si jr way to torment this feisty fiend an*' win the k Hie 
with tint Jtting hit. Stand ouujie the door an j use pipe joints 
i j draw if ; monster up to the door, thou fly u^i to the vent you 
fouire at. omt j. The monster will wait for you it fire jthar and 
af tire v*«t, iLut he's ft j fat j* l, coic« In after you Ylftmatn in 
your ho' whtb you blast him with your gur . It's almost jo 
• > -> -asy! 


If yjq Jefcatoi tha monster bySho tmj him through 
the ventilation shaft at jintfl, you'll h ive«ll the tint m the world 
to exitore this fir i\ chamber-just makft sure that you destroy#. s 
alien 2 §jgs h itching near the ^oor. You can't ipanth 'ouble do rs X 
the an- J tire»jom because they're locked from tf a other sK . If 
yju're leaking for the uxft you'll nee ’ to blast tfu oi .tnge radioactive 
canisters jnd climb through ttre ventilation sh.jfton the other wfo of 
the fu; Whan you rejch 3 dead eh-, jump for th# ledge cjove your 
hfc :d jnd confiture through the passage. You'll com out in the Jthar 
side of the locked d jublt ioore. Blast th# alian enemy w tiling to 
mulish y~u ind punch the Auto Destruct utton You're done here. 


.utth*g mft <s far from over. Leak for more Duk Nukem str ife ji 
m an u pc ming I ssue ofKmt'in Jo * ower. 
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Dual Heroes introduces a new breed 
of fighters with characters 
designed by the artist behind 
the Power Rangers and AI 
that's smarter than the 


tmfWD powtft 


'■’T* 


A Double-edged Duel 

There are two sides to every story In the case of Hudson 
Soft's Dual Heroes (due out in spring, 1998), one side is that 
it's your basic tournament fighting game, with eight fighters 
from colorfu backgrounds ultimately facing off against four 

ruthless boss characters The other side of 
Dual Heroes is that, besides challenging the 
CPU fighters, you can challenge virtual 
gamers who exist in the game's virtual 
arcade The nine gamers are old pros at 
playing Dua' Heroes, and, with their personal 
sets of AI and fighting styles, they' I control their favorite 
Dual Heroes to beat you in a two-player matchup So even 
though you may think that you can figure out a fighting game's 
CPU fighters, you'll still have the flip side of Dual Heroes 
to reckon with when you take on its extra set of clever AI 
virtual gamers 


~ *• 





























Vbur style of fighting will depend on the 
style of arena you choose Enclosed 
arenas are perfect for pinning opponents m 
corners, while floating arenas are better 
suited for those who can bold their ground 


Vbur style of fighting will depend on the 
style of arena you choose Enclosed 
arenas are perfect for pinning opponents m 
corners, while floating arenas are bettor 
suited for those who can bold their ground 


%f(iriousfrc«nthi 
$?icirY Mods or ly 
infoatirif virtu, ti 
rwnu yjti will 
rna persir. Jfen 
fnj'd il thit you cjh 
fa v* on your 
LomroJUr’Itak- 


Withyounnerf-iffr 
save. on C ntrolht 
» iks, you nd your 
friwelsc-m vit.for 
•rich others fer- 
soitaliztd imdils 
bv challenging one 
ir >therin ; Duil 
Heroes duel. 


DUAL HEROES 


Choose The Arena 

Almost everything 
in Dual Heroes has 
a dual nature The 
game takes place in 
four arenas, but 
there are just two 
basic arena styles 
One style is a ring 
enclosed by a force 
held, m which you 
can corner oppo¬ 
nents against the 
barrier The second 
arena is of the floating variety, where one misstep off the unenclosed 
platform could send a hero plummeting to doom 


m 
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Like *he Dual Heroes the virtual 
gamers who can manipulate the 
fighters have their own identities Vbu 
can challenge gamers ns diverse as a 
9-year-old set of twins, a 27-year-old 
cyberpunk, or a mysterious robot 
L Tne Al gamers will control their 
ft favorite Dual Heroes (highlighted 
below in yellow) differently, 
making the game as unpredictable 
as playing against a real person. 


KINDBHITA 


AftiAZAKI 


The Players behind the Fighters 

It you don't have someone to fight against in a two-player bout, try 
challenging the nine distinct virtual gamers Hudson Soft has 
programmed the Al gamers to hive their favorite fighters and fighting 
styles, so while the CPU version of Kumo may prefer to use special 
moves, the virtual gamer may control Kumo to use cheap shots 


The Virtual Gamers 


JDHN 


TAKElttARU 


REIKO 


ZARA 


BILL 


RdBOT 


NINTENDO POWER 



























DUAL HEROES 


The Fighters 


Gm was bom to fly The 
space pilot can spin in the 
air like a whirligig and 
whip enemies with thu 
wing-hke blades on his 
bank. 


Kumo is a dancer so, natu 
rally, most of her moves 
involve fancy footwork, 
suc^asleglocks Even her 
basic kick poses n major 
threat 


The bionic beast (who 
apparently fights right 
otter performing on 
Broadwey in Cats) uses 
feline agility to claw pest 
opponents. 


A botanist in Australia by 
day, super fa st Hana is 
quick with the kicks and 
can swiftly hlacknn an 
eye with her green 
thumh 


Zen has perfected thu art 
of fighting dirty The 
commander gets away 
with cheap moves, such 
as kicking opponents 
when they re down. 


Trained as a ninja, the 
cyborg has quick upper 
and lower body attacks 
making him one of the 
gomes more ba‘anced 
fighters. 


Hoe is a master of kung 
fu who also specializes in 
wrestling moves ^0 

and holds, such 
"is thufi ying j.. 

c„ rm si n I mRm 


What Gun fecks m finesse, 
ho makes up for in brute 
force The soldier's hits 
pack a little more power 
then his enemies' do 


(te T iy osi illy.rtfti we EioMUiq cr brtw, atit&gs 
wffti jC % f^Stlck. 


£ ich Dual H sir 

tiisa 4ouj|.r 


♦impdr >rily 
mCrc«s#the 
4 aitraie that 
tt y Hir 
hnrocantfans 
‘ ■ «in.U a Sof 
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MAYBE THIS IS HHY HE 

DRIVES THAT KART SO FAST. 

NINTENDO POWER 

















WHV IS EVERVONE RACING TO TflCO BELL"? 

Because Nintendo is aHaio Bell in j may 
you haven't seen before. If you're a 
Nintendo fan. you mon't mant to miss it! 
tindiuhile you're there, pich up one of five 
cool toys inspired by the Nintendo game 
experience. So get to Taco Bell today! 


Donkey Kong G 
Tree Maze 


Marto Kart 64 
Joystick 



NINTENDO* AT TOCO BELL 

For kids ages 3 and up T oy$ subject to availability while supplies last at participating 
Taco Sell® locations Alternate tay available far kids af all ages. Purchase required. 

iJv & the "N" Logo ore tiodamorks of Nintendo of America !nc &H997 Nintendo of Amcrtco Inc 


NINTENDO . 64 



©1997 Taco Tell Carp 
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rS ON? A^TTeN ^-AS4S F»«- 

-TriB YOUNGS*, e«.oVNP -MAT 

c?6FrN?T6iy oossn't sve<, 

6V6N ?F ?TS UEftp »e6S. 
H,gAC* ON To F?NO» oYT Woyv 
A UTTU ^-VY VVUo'S A 

e*.ess S-etWesn a FU#FFv 

PMlJUW ANP A P»N< 

SAU-OON CAN ?KeT6CT 
TU6 SNT7RJ Pt-ANfT »F 
F0FSTAH F«.o\4 AN ALfiN 
TNVASfoN! 


@1997 HAL Laboratory Inc J 
Nintendo 


Kirby has all the muscie tone of a marshmallow, but he's one j j,*+ * « * • 

''*£ tough cxeampuff So tougfil’^fflct, he's starred in nine previous gHH55KH£ 
games In KW* for the Super NFS, Kirby must slurp his way and many new allies, including 
through 30-stages of candy colorod aefion to drive back the cloud of Goouy, who is especially helpful in 
■ n*rk Matter, that's turning; the inhabitants of PopStar toward the two-player mode 

evil As usual, Kirby's standard method of attack is to ,- ^ ---■ 

inhale h ^opponents. If he doesn't swallow them, he WBKKSBSSfBl^ 

out as glowing stars to defeat /V /\ 


Several puzzling mir games 
are mixed in with the side¬ 
scrolling action stages. 


■ ? \ can spit them back 
I li Jj other enemies r 
V 1 **/ Less experienced I 
S players will find I 
this game challenging, I 
but not fru strati ngly so, lr 
while the two-player If 
» mode will offer lots of |l 
cooperative tun [L 


You'll explore five 
different lands 
across the sur¬ 
face of PopStar, 
each with six 
action stages and 
one boss st ags. 



k 
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KIRBY'S DREAM LAND 3 



laming our fequishy superhero ts Gooey, a gumdrop-shaped goody who has the 
same* powers as Kirby Kirby will lose some energy when you call Gooey, but he 
can regain the power by inhaling his gummy pal In a one-p!ayer game, Gooey 

will tag along automati- 
4 r-j a , cal ly and battle any 

that 

JA 

two- JrjV 1 

plnyc-mode, ^—>«3 _ 

vZ"L- I ^* 00 ^ 

I tO v, -r;>l GoevV ^ 


Both Kirby and Gooey can absorb special powers from 
certain enemies Try swallowing opponents, rather than 
spitting them out If you swallow an enemy with a special 
power, youII copy that power rand be able to use it as your own. 


Swallowing the same type of enemy will give Kirby and Gooey similar abil 
itics If you don t tike a power-up, you can spit it out and inhalo another 



F*KH 

Swallowing enemies 
YtheTire power 
Ifgiveyoulhu ability 
ttfturn into a ro&nng fire- 
balffPress Y to blast ahead 
through agy enemies or obsta¬ 
cles Vbu can't change direction white you're 
blasting, but your flame wifi protect you 
from most threats 



STcNS 

The Stone power isn't spec¬ 
tacular, but it can be useful 
Wrth it, you'll have the ability 
to turn into an indestructible 
rock- You can t move or attack while in 
stone form, so you may have to wait until 
the danger passes before reverting to your 
squishyself 



Only Kirbycould turn a FVinsol into a 
lethal weapon! In his pudgy little hands, 
this humble bumtershoot is as 
powarfutes any sword \fou 
can also hold itover-your 
head or out m.front cf you ssa 
shield Like Kirby, it's a heck of 
a lot tougher than it looks 


£«.oo\\ 

With the Broom in hand, 
you'll bpableto swenp 
all mariner of anemias 
aiidobs tides out of 
yayrpath. Youdon't 
actually have to touch 
enemfes with the Brooiftltself. The clouds 
of dust that it kicks up are powerful enough 
to blow any Dark Matter denizens away. 



r 

The Ice power will allow you to turn 
your enemies'intogopn-cicles with a 
single puff fff your chilly breath- You 
can than push ., 

the blocks r k 
and use f, V ^ 

them as - -*■" 

battering 






Swallow vnnous types of 
spiny^hernies tb;gam 
thejjleedle power. At 
thdpush of a butfdn, 
yobY heavy coat of 
prmkgpines vvdl punc¬ 
ture firmbrcthh'n your 
enemies' prufc. 


CV-fTEK 

The Cutter wiIJ^kc qui.te an impression 
on your opponents Prcss%to throw a 
rnzor-adgedboomerang to the edge of the 
screen it wfeut down enemies coming 
and going 







SPAK.K 

This power will do more 
than pufb sparkle in 
your eye. It will turn you 
info n living lightning 
bolt Anyone who 
com^s close to you will 
sure] ymake ^shocking 
discovery 


The most effective powers are 
marked with a circle Those marked 
with a triangle are less powerful 
pnd can t-ike a bit of practice 
to use well The lowest rating, 
an X, goestothe Stonn 
power. 
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Some of Kirby's friends have escaped the Dark Matter, and teaming 
p v ®^ 0m h'fthem will also give you new abilities If you team A 
0^4yup and then absorb a special power, you'll end up with yet 9 
another, different .ability Here are just a few of the many combinations 




Kme normally makes his home in 
the deep blue depths of PopStar's 
serene oceans, so, as you proba 
bly expect, he's not particularly 
comfortable on land In the 
water, though, Kme is your only 
choice for traveling companion 
and comrade-in-arms 


We don't know it ChuChu is related 
to Kirby or Gooey, but she has one 
power they don't- the ability to stick 
to ceilings. Her protoplasmic arms 
reach as far as Gooey's tongue, but 
without a copied power, she won't 
contribute much to a battle. 

ChuChu will 
transform the l« 

Spark into asiim I* > f ~~ — 
bolt of energy I 44 
that will bounce I - ’ 

off some Vvi-3fi 

obstacles I 


If yog swallow 
the Fire, you'll 
be able to 
blow flame 
rings abovt 
and below 
the waves 


If you team up with your feathered 
friend. Coo, you'll fly much farther 
and faster than usual Strong winds 
and bad weather are nothing to him, 
and you'll be able to maneuver over 
and around many obstacles that 
would normally give you pause 


With the 
Stone power, 
ChuChu will 
swing you 
around m a cir 
cleand knock 
any incoming 
opponents for 
a loop 


The Spark power 
will give you the 
ability to fight up 
even the murki¬ 
est depths 


Combine Coo and 
the Spark to fire 
^devastating 
lightning bolt 
from the air 


Swallowing 
the Needle 
will turn 
ChuChu into a 
protoplasmic 
porcupine 


Coo will turn 
theCuttermto 
ahuge, feath¬ 
ered projectile 
Use theControl 
Pad to shoot 
at angles 


Swallow the Ice 
to arm yourself 
with a triple- 
barreled icicle 
cannomYour 
shots will 
freeze enemies. 


Transform the 
smooth-skinned 
Kmeinto aspiny 
puffer with the 
Nuedlepower 






























KIRBY'S DREAM LAND 3 


Lost bui not least, is the sure-footed 
Rick- He's a good leaper like Nago, but 
his best trick is walking on icy paths 
without slipping. His one, glaring 
weakness is that he can't inhale well, 
leaving you vulnerable if you don't 
have a special power already 


Pitch can't fly as far or as long as Coo 
without taking a short rest, but he 
could probably break, a few land 
speed records- Combining Pitch with 
the various powers will produce 
Some of the best attacks ih the game 


NAd-« 


Teaming up with 
Pitch will greatly 
increase the 
range and power 
of your Ice ** .y 
breath attack. 


This is proba¬ 
bly the best 
Stone combo 
Kirby will roll 
Rick along the 
ground 


Thu clever cat known as Nago rs 
one of Kirbys new friends His legs 
don't look like much at first, but 
they can aunch you into an awe¬ 
some triple jump- Nago's one disad¬ 
vantage is his laiger size, which 
makes him (and you) more of a tar 
get for enemy assaults 


Rick also has the 
best Fire combo. 
He II become a 
walking 
flamethrower! 


Nago will use 
the Broom to 
turn Kirby into 
an indestructible 
"turfboartf ’ 
Press Y to bull¬ 
doze ground- 
bast d enemies. 


If you're teamed up at the end of a 
stage, your teammate will follow you 
to the next Ybu can re-enter com¬ 
pleted stages to find or switch 
friends When you're done, press 


The Fire power 
will turn Pitch 
into a sizzling 
boomerang He'll 
fly out and back 
automatically. 


With the 
Spark, you can 
launch an elec- 
tnfied Pitch 
and use a 
remote con¬ 
trol to direct 
his flight 


In Nago's paws, 
the Needle will 

S 3Gome a rapid- 
re gun that 
shoots at vari¬ 
ous angles 


With Nago to 
back you, your 
Fire breath 
will become a 
speeding wall 
of flame 


Only Kirby or Gooey can team up atonr 
ti rite If you're l mai up aMfc* jikI of - 
§'45*, your tf monte will follow you tc 
th You cn r -inter completed 
A ste*cstofind or switch Mends* 

























The tranquil Grass Land is your training 
ground You'll find most of your friends and a 
good sampling of power-ups within the first 
few stages alone, so you'll be able to expen 
ment with most of the available team-ups and 
combination powers 


To earn full credit for 
Stage 1-1, avoid stepping 
on the flowers 


Whisp/s mind has 
^ been c i ouc ted t>y 
-Dark Matter, and it's 
'** |!|S turned him into one 

unhappy camper Inhale the fruits and veggies that he 
tosses and spit stars in his face three times He'll 
charge at you then, and you'll have to peg him three 
times on the run 


Bring Coo along 
with you and see 
wherehissiipcrh 
or flying ability 
takes you 


Team up with 
ChuChu nnd use 
her basic attack 
at this point 


Team up with Kinp 
and tak^ him with you 
through Stage 1-5 
He may come in 
handy very soon 


Defeat the mim-boss in 
this stage and rescue a 
kidnaped monkey from 
his evil clutches. 


morti 


Team up with 
Rick, Kinc or 
Coo and use 
the Parasol 
power at this 
point in the 
stage 


Things get confusing in Ripple Field, especial¬ 
ly in the Stage 2-6 maze. Take the top path, 
switch to the bottom path, then switch to the 
path that's second from the top You'd do 
well to team up with a friend who can fly 


Combine Pitch and the 
Broom Use the wtfer 
attack on this plant 


Aero's attack will dislodge rocks 
from the wall Inhale them and 
spit them back After you hit Aero 
four times, the battle will head 
underwater Blow bubbles to 
knock objects right back at him 


If you finish this 
stage with Pitch 
in tow. you’ll do 
justfme. 


Defeat the mini 
boss and rescue a 
wayward frag for 
full credit. 


Take a good look at 
the character that 
represonts Stage? 
6 on the map 
scram. Use these 
blocks to make a 
picture of his face 








































KIRBY'S DREAM LAND 3 


0 


3 Jq 

i f 9 0 


You'll be introduced to many new ene¬ 
mies among the dunes and crngs of Sand 
Canyon, some of whom have powerful 
long-range attacks You won't have many 
opportunities to absorb special powers in 
some stages, and you should be careful of 
the indestructible cannons. 



In t he water 
maze follow 
the lower 
and then the 
middle paths 
to this mini- 
boss. 


Beagoodblobnnd clean 
the dirty floor wrth the 
Broom Thanks, Kirby 1 


The only secret here is to 
finish the level with 
ChuChu as your team- 
mate Just be careful 
along the way 1 



Avoid the running rodents as best you can Inhale the 
! ittle badgers and foxes and spit them back at Don and 
Con several times Once one of them is gone, the 
other will run faster You can drop through a platform 
by pressing Down on the Control Pad 


.. 1 

*0 ^ 



Strong winds and storm clouds are just two of 
the dangers you'll encounter in Cloudy Park 
Here's a chance for Coo or Pitch to really 
shine A lot of the stages are set among the 
clouds themselves, and enemies will attack 
from behind the wisps and puffs 




Dust all the flowers in the 
stage using either Rick or 
Coo and the Broom 


Team up with 
Coo to find and 
defeat this mini¬ 
boss to rescue 
an orange—an 


Make sure you grab the 
Needle power somewhere in 
this stage Pop the balloon 
to save the chick 




f 



orangei 


After some of the 
other secret mis¬ 
sions, finishing this 
stage with Rick will 
be a piece of cake 



Ado's paintings will come to life and attack you 
Once again, look for things you can inhale and use 
as ammo Crouch down to avoid the aerial attacks 
from the Sun and the Moon 





itMnir fwok> ti veiing with Goo<y is tlw only w tyto I* he starts t .king d.nr simply 

swallow him aid then pi *$s A to fill him :g tin. K«=1l pop out, good is n^w! In the oiw- 
pfjtyjp modi? -Goney Will Use hi* btfsir ibngu ; *tfiek only, hut in two-olatcr 
moffe fit? can copy powers as easily as Kirby does. The one drawback to the two- ML 
nipdt fe that only one character, Kirby or Gooey, can team up at a time. You 
will, however, still have twice the firepower you normally would! 
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►STAR [MRS : EMPIRE 


SHADOWS OF THE 
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HQ&r DD I GET THE HDDFTDP CHHLLEtlGE PDItlTS III KIDS EISLEV? 
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T he third and fcuth Challenge Points in 
Mos Eisley are the toughest to get in 
M ssion Six Make sure you wipe out 
the Swoop gang before you start hunting for 
Challenge Points Jump diagonally to the 
right across the second ramp ip the stage to 
Che root with the third Challenge Point Stop 
your bike on the roof and line yourse'f up 
with the fourth Challenge Point on the 
awning across the street If you accelerate 
fast enough, you'll nab the bonus 



Jump diagonally across the second ramp in the 
stage to pick up the third Challenge Point, then 
jam on the brakes and stop on the roof 



Line yourself up with the fourth Challenge Point 
on the awning across the street If you acceler¬ 
ate fest enough, you'll reach the awning 





I G 88 is a jct-pack-toting silver robot 
waiting to nab you at the end of the 
Ord Mantel I Junkyard in Mission 4 
Luckily, there is a secret place where you 
can ambush this high flying bounty 
hunter As soon as you enter the area, 


jump down from the train and walk to 
the wall, where you'll see two openings 
Take the left entrance and run up the 
ramp to two alcoves, one* filled with junk 
and the other empty Enter the junk-filled 
alcove and stand between the two red 


pieces of scrap metal Keep your back to 
the wall and wait for IG 88 to appear, 
then shoot between the two pieces of 
metaJ If IG-88 tries to hit you from a dif¬ 
ferent angle, back up or step to the left or 
right to avoid his fire 



Jump off the train and start running for this 
junk*filled .alcove at the top of the left ramp 


St.and between the scrap metal with your 
back to the wall and wait for IG 83 to drop in 


Siiria to the left or right or back up if IG 88 
tries to shoot at you from a different angle 



MTEmO POWFR 




































►Boom 
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MICH UlERPQnS HULL DESTROY THE ItlOTHEfi DEItlOtl? 


T he Laser, the BFG 9000 and the 
Rocket Launcher arc the best 
weapons to use on the Mother 
Demon The key to victory is starting the 
fjght with the Laser If you found all three 
Artifacts, you can charge the Laser to full 
power The Artifacts arc located in Level 29 
Outpost Omega, Level 30 The Lair, and 
Level 31 ■ In the Void The Artifacts can also 
be used as keys to seal off the monster por¬ 
tals in the Mother Demon's lair 



The Laser, the BFG 9000 and the Rocket Launcher 
work best against the Mother Demon. 


To max out yaur Laser power, you‘11 need to use 
the three Artifacts found in Stages 29.30 and 31 



miU IS THE SECRET EKIT LEflBMG TO LEUE 


UJj 


T he secret exit leading to Level 31 is in 
Level 18 You cm finally find and 
activate the secret exit when you have 
the Yellow Key As you enter the Yellow 


Door, turn left and climb the stairs Listen 
closely until you hear a door open Run 
back through the Yellow' Door and follow 
the left wall around the corner If you enter 


the small room fast enough, you'll reach 
the secret exit before rt doses If you don't 
reach it in time, retrace your steps to the 
Yellow Door and try again 




»4«f« .»h t 




As you enter the Ye’fow Door, climb thr stairs 
and listen for the sound of a door opening 


Run backdown the stairs and follow the left 
wall to a small room-you’l! see the secret exit 


The secret exit is open for only a few seconds, 
so if you don’t make it go back and try again 


a 


HD HI BQ I HJRRP FROM THE FIRST STAGE TO THE LRS 




T o waip, you must destroy ail ten bar¬ 
rels in the first level except for the one 
just to the right of where you start the 
game After destroying the barrels, take the 
teleporter in Secret Area 2 To find Secret 


■■ '■ »•£ 


Area 2, enter the Blue Door and follow the 
right wall up the steps, then turn around 
and jump into the door that appears inside 
a pillar Press the switch inside the alcove, 
then exit and walk into Secre' Area 2 Take 


the teleporter and destroy the barrel on the 
right As the barrel explodes, jump through 
the door behind you and take the secret 
exit in the left wall 





YOU PIC* UP T Ar^*l»*OiV ioriua- 




Destroy all of the barrels in the first stage except 
the first one you see et the beginning of the game 


Go through the Blue Door, then work your way 
into Secret Area? and enter the teleporter 


Destroy the barrel and run through the door 
behind you The secret axit is in the left wall 
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HQUJ DQ 1 DEFEAT HEMfl OllflTQPP? 




here's a trick to defeating Xenia on the 
bridge m Mission 7-1, and if you do it 
right, you'll survive the battle without 
a scratch It's important to remember that 
neither Onatopp nor any other guard m the 
game will fire diagonally across a bridge or 
catwalk railing Wart until Xenia appears, 
then step to the ’eft or right of the bridge and 
unlaid your AR33 is she runs toward you 
If your aim is true, Xenia won't make it 
halfway across the bridge 



Wait for Xenia to appear on the other side of the 
bridge, then sidestep and start finng your AR33 


Xeme won't fire diagonally across the bridge, 
which means she can t return fire at you 




r 



T his tnck will buy you valuable time 
while you're making your escape 
from Alec's Train trap When you 
reach the end of the train, target General 


Ourumov and dispatch him before he can 
take out Natalya As you shoo?, you'll see 
a blast door dropping behind the slump 
mg General If you look closely you'll see 


the shadows of Xenia and Alec You'll 
have to shoot fast, but if you hit Xenia, 
Alec will have Io help her before priming 
the explosives on the train 



■ .j_# # 




— n 



Take out the General before ho can shoot, then 
target the shadows behind the blast door 


• • :A \ b 


ThP trick to buying time is to hit Xnmu before 
thu blast doors seal you inside the car 



If you hit Xenia, you'll see her message to 
Alec,asking him to wait for her 




HD Hi Dfl I RECQUER THE G 





T o reach the Golden Gun, you'll 
need to step on the correct floor 
tiles leading up to the gun 
podium This hidden path Is outlined by 


arrows on the map to the right While it's 
possible to destroy the four drone guns in 
each corner of the room, there's no way 
to break Lhe bullet-proof glass surround- 



Even if you destroy the drone guns, it's impossi¬ 
ble to break the glass around the Golden Gun 


Keep tne tiles on the floor in vipw st fill times 
One misstep will trigger the drone gun trap 


ing the gun If 
you make a 
mistake and 
accidentally set 
off the trap, you 
can still escape 
if you reach 
the door in the 
l^ft wall before 
the drone guns 
activate The 
trap will reset 
after you leavt 
the room 
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Jt i W hde tin’s stage looks complicated, 
111 it's actually fairly easy to complete 
IEJ More than n few players might 
think that they have to push the ball past 
the spikes and all the way around the lake 
or create underground passages that utilize 
every hole in the stage, but there's an easy 
and elegant way to solve this puzzle 
From the beginning of the stage, 
burrow underground It doesn't 
matter where you start to dig 
because you won't be pushing 
the black ball near the starting 
point Make your way up to the 
hole in the upper right comer 
Wait for the two roving enemies 
to march past your hole, then 
jump out and push the right 


weight up ore space and grab the heart 
Jump back in the upper right hole and bur¬ 
row over to the hole in the upper left cor¬ 
ner Here's the trick, push the Black Ball 
down one space, then throw it backwards 
over your head Push the left weight left 
one space, then shove the Black Ball right 
The ball will roll across the top of the 


screen and hit the weight you moved near 
the upper right corner Burrow back to the 
hole in the upper right comer, wait for the 
enemies to pass, and jump out and push 
the Black Ball up into the Exit Block 
Before you leave, don't forget to burrow 
down to the lower left comer and grab the 
tasty cabbage 1 




In Canada Call: 
MOO-45H4O0 

{S2.0G par nTnuto. Callers under Id 
n-wd parental permission to cnlf ) 


Or write ta Counselors' Comer 

PO Box 97033, Almond, WA 96073-9733 


{$150 purrmnute Callers under 16 
neeriporentaJ permission 10 call.) 


Mm 


BLAST CORPS 


0: Which character is the easiest for begin¬ 
ning players? 

fl I The easiest character to usfc is tho Mage, 
followed by the Clone They have projuctile 
attacks that let you fight from a distance 

Q: The graphics look blockyl What did I do? 

R: You zoomed in on an object Reset your 
view by selecting ‘'Smooth" on the 
Configure Screen 


|J: Why can't I select all of the vehicles on 
the secondary courses? 

R: Vbti need to find all of the vehicles on fee pri¬ 
mary courses first 

Ql I found more fjords in a stage, but why 
doesn't it show this in my stats? 

fl: Always remember to exit the stage 
through ihe truck to save your score. 


Q: How many Power Bernes are in the game? 
fl: Ten. 

(J: What do I do to the Chicken Statue? 

ft: Try hitting it with a hammer whan you 
have a chicken 

8: When do I plant the magic bc^n? 
ft: On the first day of spring 
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Player’s Poll—Volume 102 ___ 

Here's something to give thanks to: by filling li m ~ 
out this card and voting for the Power Charts, Address 

you’ll be entered in this month’s Player’s Poll - 

Contest drawing! Cl1y 

Check out the list on page 106. then write down the numbers tor your 
five favorite games in order of preference, with your top choice first 

A. SuperNtS 1_ 2-3__ 4.- 5- 

B Game Boy 1_ 2-3- 4- 5 - 

C. Nintendo64 1_ 2- 3- 4- 5- 

D Which five products are you most interested in playing? 

1_ 2_ 3_ 4- 5- 

E aSrSl, 3,2-,4 4,5.17 5 -0-24 6 25.,.ld,r 
F Sex 

1 Male 2 Female 

G When did this issue arrive in the mad’ 

1 Before Oct 20 2 Oct 20-22 3 Oct 23-25 4 Oct. 27-29 

5 Oct 30-Nov 1 6 Nov 3-5 7 Nov 6-8 S After Nov 8 

9 I bought it at the newsstand or store 

H Would you buy more than one game of the same sport? 

1 Yes 2 Maybe 3 No, one is enough 

] Would you buy more than one racing game? 

1 Yes 2 Maybe 3 No, one is enough 


BACK ISSUE/PLAYER’S GUIDE ORDER FORM 

Catch up on the classics! Ord^r from ainong the Nintendo Power 
issues listed on the back of this form The paces shown indude 
the cost of shipping and handling 


Manvr 


Address 


Cijy Scate/taw Zipfl^tal Coda 



TelAfWKv MtmtarthpNo 

Piease chrck method of payment 

□ Check or Muncy Order □ MistcrOrr* □ Viw 


(Payable u> Mntwufo) 


Credit Card Number Dave 

_ < ) 

Cardholder's Stputurc Telephone Nc 


Cardh'>lders Namr 


Age 
MBR# 


=Uv 


State/Prw 23p/PostaI 

Code 


( 


(Located above your name on * * milling label) 

) 


Telephone No 


K 


When you play mcirig or sports games how many players usually participate’ 

1 One 2 Two 3 Three 4. Four 5 I don’t play racing or sports games 

Which feature is most important to you when you're buying a second gem* 

1 f Aclua?teams 0rt 2 Rumble Pak compatibility 3 Controller Pak compatibility 

4 More cod-s 5 Better graphics G Better moves and options 

7 Customizable players and teams 8 Updated rosters and stats 

Which feature Is most important lo you wh*n you're buying a second racing game’ 

1 Actual drivers 2 Rumble Pak compatibility 3 Controller Pak compatibility 

4 More cars 5 Mora tracks 6 Mora shortcuts 

7 More codes 

What snorts would you meet like 'o see made into video games’ L . 

1 Big league sports (football, baseball) 2 Winter sports (skiing snowboarding) 

3 Extreme sports (stunt racing, skateboarding) 4 fighting sports (boxing wmslllng) 

5 T**m sports (rugby, lacrosse) 8 Other (golf, tishlng) 

Tnvia Ouestion San Francisco Rush Extreme Racing takes place in which state’ 

Answer__ —-- 

A4r.ii ir. wr-Ytir r-orri nnuu anH UflUf fintiers CfQSSeO* 


M 



After eating turkey sandwiches for a week, how can leftovers 
possibly be good? Nintendo Power Back Issues may be classic, 
but they’re still ripe with gaming tips and codes. And after pig¬ 
ging out on all those strategies, work out with our Player’s 
Guides, which will walk you through entire games, revealing 
every trick in the book. For dessert, try our Graphic Novels 
(plenty more fun than cranberries in the shape of a tin can). To 
let the feast begin, and to get the goods shipped straight to 
your house, fill out this card. You’ll be thankful you did. 

Nintendo Power Magazine 

P.O. Box 97032 

Redmond, WA 98073-9732 
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BABE 
FOR THE POIE IN A 
POWER T. 


A TRIP TO THE 

FORMULA 1 1998 
CANADIAN GRAND PRIX 

m rarawTREAiLS 

Catch all the FI action | 
from VIP seats! T 


YOUR 

VOTE 

COUHTS! 


OPf irWkLCUWiSTRlILtS 

low Jjwviha^.nfcshs^rv. Ta J iW r ^^-^ 
•*** outlhf'ElfcfersPoll 
gff y^ur na.ne,mJdww, iSHpEhe number, Vbl 
‘ 102, ami *ljk4r«5Wef 10 thefrwaijiiireiwn 
ouft (im tti. ff *S* c«<d M«l yow *Mry 

* to this address 

PUNfENDO POWER 
>* PLAYER S POLL VOL 102 
P0. BOX 97062 
REDMOND, WA 9lW7£jtffi2 

Sr 1 ^ /?Sv t 

Q'Ui witty por person p] MM,* All Doirlos 

must he pustmariotiiui taler ibanltecemtwr 
1 1337 We wo iml res}»msiM? or 

nnstfTnjrtod mail Ormr <»fei«l ttoC9®)efi15, 
1M7 wmnore w&be ram^mly draWo ftiw 
anwng sll elioiM*>fltnevBy-iHfcvplingtlu.‘K 
pnzai, winners cwswd to toe of Weft 
muses photograph-,,oriitjmVJdraitfnsy. for 
the purpose of sdvs tiMBujMs ottiaumor 
tions oritelialfuf “ffinfenilo Poyynr m*flo 
Zina ami Ninumito of -Atoetfbfe |fc (NQA) 
Wlttioiii torthcr-cV»rn>oira<ji»nD PlV p ' 
liimltd to uni» pi); lifrt, .nhu|(l ChaiKe* of 
wiimmfl ora detormmad hr Vn total itotflh*r 
ol airtries teCemWj: The ^flito r4 prills to 
entry cards di'-triburerl js Et&l.tiQtliftlQ.-Vlo' 
substitution of prurRsiip-irmitt'd Aftvfao* 
will bp awarded. To rectf^ wutoare, 

9H«d youmxpmst to theaildrpsS^oVo elf or 
December 31,1997 

GRAND PRIZE. The Grand Priz* YfcmopwlU 
wnt e trip for two to the 1998 Cwnifian Grand 
Prfat end o H Palp Position 64 Ratio Pok for 
the Nintendo 64 If under tt the winner masi 
Era accompanied hy a parent or guarfian. 
Hotel necwnmotfntwns end rmmd-Uip air 
fare ore Included. Enact date ol the trip il to 
to determined Estimated tntnE yalue of all 
pfon is 85 D00 Sonw rooiiftllon* apph- 
ValidjMlyinlhe IL8. uiW C;»nM<fo,.V< M where 
pmfntftod bv low Not opeillo WrtplQyoM of 
NQA il» alfiftetoo, OKpt'itjpiIijft . nfW' 
diole fnirtiff * • eoMutt.fejyilif6M.to fill 
tocnl fow* end wtirtfi- 


5 Winners 


FI Pole 

4 * m 

Position 64! 


Models 


50 Winners 

/V//V TEIMDO POWER T-SHIRTS 


federal., a 

ifOOB, 


An Official product of FI A Formula One 
World Championship licensed by 
Formula One Administration Limited, 
1997 Ubt Soft Fjptorts foment, Inc. All 
rights reserved All other trademarks 
ore the property of their respective 












here are two crucial ingrediinti te 
succeeding in Penfcey Ken, 
ets ef exploration and lot® 
live®. This 
VKL 3 strategy 
in ©n 
h@ tougher-to- 
find items and 1-up 
fesUcsws In t$i# ©sma” 




Before we begin, well offer up 
just ,1 few words of general 
Of course, you should 
save your game often 
Wrinkly Kong ?s 
spending her gold¬ 
en years operating 
her very successful 
Wrinkly Refuge 
franchises You'll 
find a branch of her 
refuge in every level, and 
everybody's favorite senior 
simian will save your game 
free of charge 
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You'll also find a Sheepy Shop in every level, run by one of the 
Brothers Bear The brothers wifi sell you advice for two Bear Coins 
.and let you play a "concentratton"-style card game for eight coins 
(replays are five coins) The first time you win at a particular shop, 
you'll receive a DK Com, a Cock and other prizes You can replay 
the game to win Bear Coins, bananas and balloons 














Cape Codswallop is hip deep in Kremlings, and you'll be spend- 
ing as much time fighting the scaly villains underwater as on 
land. When doing battle in the deep blue, keep in mind that the "i 
Lurchins are vulnerable only when their spiny shells are open. 


DONKEY KONG LAND III 


VGu can't ham Lurchins 
is Kiddy or Dixiu You‘II 
have to find an Engunrde 
Barrel to change into 
your fishy friend 


just past the Star Barrel, you'll see a 1- Up balloon Jump 
straight down at it There's a hidden Bonus Barrel below, 
so you won't have to worry' about getting your hairy feet wet 






B Total Hekoil 


If you look carefully, you'll find a Bonus Barrel 
just past the halfway point in this singe Collect 
the Star Barrel to save your progress and then 
enter the Bonus Area Look to the right to find a handy 1 - U p bal¬ 
loon. Even after you retritve 
the Bonus Coin, you'll be 
able to reenter this Bonus 
Area as often ns you like to 
rack up as many extra lives 
as you may need 


You may not be 
table to fully explore 
stage until you ft rid the 
liter Barrel, which is post the 
fway point. From the Squitter 
rel, fook up and to the right 
a banana and a Booty Bird 
t's hiding the letter N. 


The Booty Birds are notorious for 
hoarding treasures of all kinds Hit 
them with barrels or hotince off 
them to reveal banana hunches, 
letters and other speci*! items 


You'll have to take the low 
road several times Cnee 
you become Squitter. back¬ 
track and explore the Tops 
of the hills you couldn't 
efimb before 


Bctrbos 


This prickly princess 
will call her 
Lurchm warriors 
to do battle Tht 
first Lurchm will come 
straight at you, the stcond 
will swim out at an angle and 
the third will home in 
on you. When their 
shells are open, use 
your bill to knock 
tht. m back at hor 
sourfoiss. 
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Ihe landscape in Primate Plains isn't Weak, but your chances of 
survival will be if you're not careful. 8c especially wary as your 
runaway sled speeds through Black icc Blitz. The path is dotted 
with bottomless crevasses and icy enemies, and this stage has 
been known to claim more than its share of hairy heroes. 



A Minkey Mischief 


You won't be able to explore this 
stage fully until you find the Squawks 
Barrel. Make the switch to your 
avian ally and let your wings do the 
walking Just before you reach the 
end of the stage, jump at the lone 
banana above you The invisible 
Blast Barrel will shoot you up and to 
the left Defeat Kom for the DK Con 


In some places, you'll be 
able to use the barrel 
shields to get past the 
acorn-tossing Mm keys. In 
otter spots, you'll have to 
rely on your own impecca¬ 
ble timing to slip past the 
nutty barrage. 


5 Black Ice Blitz 


W 





* 


*v 





3m rtBrTh'i 








V' 







m sr 



By the time you reach the halfway point, you'll be barreling along at a steady 
dtp. As you pass the Star Barrel, be ready to bounce off two Kremlings and 
onto the roof of a house for a 1-Up balloon If you miss the first bounce, 
chances are you'll blow the whole maneuver 



Use the bananatrails to 
decide, which path to take 
and when to jump \bu can 
put most any Kremling on 
ice with your sled-except 
for the armored Buzzes 


[C Miller Instinct \ 



You’ll be able to am these barrels in 
any direction before you fire Some 
players panic because of the time limit. 


but you can just play it cool 


/^V 

—C3£ In one of the Bonus Areas, 
you'll appear below a 
Blast Barrel. Jump into it and 
blast yourself from one barrel to 
the next until you find the 
Bonus Coin Use the photo to 
the left as a guide 
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Bleak 

snowman is truly 
abominable* The roof of 
the house is not totally 
safe from Bleak's 
snowballs, but 
that's where a 
bar re’ will 
appear in 
between his 
attacks Lob one at him 
and then try to dodge his 
next, more aggressive, assault 






























DONKEY KONG LAND III 


As you turn the corner toward Blackforcst Plateau, your thoughts H 
will naturally turn toward doom and gloom. With a little luck and £ 
pluck, though, you should be able to get the better of K. Rool's 
cronies in this neck of the woods. Don't just follow the obvious |j 
paths-take the time to explore the edges of the stages, 


A Rocketeer Rally 



In inis stage, you'll use rocket-powered 
barrels to fly from one platform to the next 
From the starting point, follow the main 
path and use the first two Rocket Barrels 
As Dixie, jump over the third barrel and 
spin to the platform on the right Follow 
the banana trail down and to the right for 
a balloon Watch out for the (Cobble 
patrolling the platform 



Sometimes a barrel will shoot 
you right into the path of an 
oncoming Kremlinq Always be 
ready to hop and bop 



1 




it i>b\ a* 
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Most players will 
blow right past this 
ravine without a 
second thought. If 
you stand next to 
the Blast Barrel, though, you'll set just the top of 
Korn's hdmet below Use the Blast Barrel to get to 
the top of the next hill. Grab the Steel Barrel and 
backtrack to the ravine Jump m and defeat Korn 
to collect a shiny souvenir 





Thebanana markers and arrows 
won’t steer you wrong, but don’t 
be afraid to explore on your own 
Climb every hill and monkey paddle 
through every tunnel 


ampage 



The path through this murky 
wood turns downward as 
often as it swings upward, 
so look carefully for 
patrolling Buzzes before 
you leap After you collect 
the letter K, exit the tree and 
use Nid (the jumping spider) 
to catapult up to an extra life 
balloon. From there, you 
can take either of the two 
paths heading downward 



- Arich 


Anch will shoot first-and not ask any 
questions at all 1 Dodge his web shots 
and then jump on his back Kiddy has 
more heft, but Dixie's helicopter spin 
‘ cm put her right on target 
Watch Anch carefully to 
see the pattern in his 
jumping attack 


Search every branch and bough 
m the stage If you find a No 
Squawks sign, turn around and 
explore until confident 

you vc found every item and 
balloon 
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This steamy jungle is chock full of Knockas 
These clever Kremlings disguise themselves as 
TNT Barrels .and th^n fling themselves at 
unsuspecting Kongs Stun the first Knockn you 
see with a bop on the ^ u 

spin to reach the hidden 
Bonus Barrel down and 


Jump on Knockns 
to stun them You 
can then pick them 
up and use them os 
weapons 


From the Squitter 
7/ Barrel, walk to the left- 
. Stand on the edge of the 
platform and take one step 
off You'll land on a safe spot 
be low jump up and to the 
left to grab the- balloon Turn 
in mid jump to land back on 
the safe spot 


Dixie's helicopter spin makes her the chimp of choice in this 
stage You can sometimes find a smell spot to stand on between 
tiie cauldrons of molten metal, but Karbines are often stationed 
directly above these spots, so don't linger too long 


You'll spend lots of time hanging from ropes and cables in Great 
Ape Lakes, waiting for danger of one sort or .another to pass. If 
you charge ahead, chances are you'll run right into a Buzz or a 
shot from a Karbine's cannon. Some JCirbines will be stationed 
above you and out of sight, so listen for the sound of cannon fire. 



4 

~*cT 




You'll see this Kmk-Knak late in the stage, but 
you won't see the hidden letter G floating 
above him Use the Knik-Knak as a catapult to propel 
yourself upward When you drop back down, beware 
the Klasp coming from the left 






When Kaos 
comes calling, a 
good eye and a well- 
timed jump are all 
that will keep you from becoming 
a enspy critter Dodge his light¬ 
ning bolt attacks and wntfor his 
mechanical arms to 
pop out Jump upon 
one of them and 
bounce off the top of 
his metallic noggin 
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DONKEY KONG LAND HI 



For the most part, you should use your animal pals when you ^ 
have the chance. In Hn Can Valley, though, you may be better g 
off tackling some stages as your old, simian self. Ellie the 
Elephant, for example, can be awkward to use in battle, so if * 
you have a choice, you may want to pass her by. _ 



At the beginning of the stage, jump across the gap instead 
of dropping down the shaft You'll find a Bear Com and a 

... „ . balloon If you drop 

ISSSfc | A down and follow the 

I I tunnel, you won't be 
fl abte to get to these 
W items from the other 
g g '' ^^§§3 v| side of the rock 


The baron may be mad, but he's r »o 
fool He'd fire three blasts from his 
death ray and then follow up with 
a bouncing attack When a 
barrel appears, smack him y 
with it. He'll change the ^Jk 
pattern of his ray 
blasts with each 
round, firing at cfif- ^ 

ferent hc:ghts and speeds 


This is one of the easiest DK Coins to find, yet it's also 
one of the most overlooked All you need to do is jump 
over the flagpole at the end of the stage and run to the 
right All we can say is, "Doh*" 


Once you make it through the 
first five levels and defeat the 
barbarous baron, you'll then 
be able to enter the Lost 
World To face the ultimate vil¬ 
lain, however, you'll have to 
collect all of the DK Coins and 
win all of the Clocks from the 
Brothers Bear. Next month, 
we'll serve up some scrump¬ 
tious strategies for completing 
the Lost World and taking on 
the creepiest Kxemling of alJ 


When you get Squitter, don't 
backtrack Follow the tunnel until 
you reach this intersection Use 
your platform webs to go up 
and to the left 
I Watch out for 

OA Bruges 1 h J 
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GAME BOY 




























f r ' /r “ ,cl Jl ^ ^ 1 * s ,s ' rr y *- 5 V Y°~ 1 ve your bombs 

I . v " ■ f or tv. st ig rr - l--I ds nd the stage's fin3 # enemies So 

tr question Mr how hif \ < n you go? fs 350 1 ^yond 

your re ch? Don't forget about upgrading your laser! Take 
a Gw pnetfee runs to w rm up your trigger finger, then give Aren. 6 your best shot. TF ^ 25 *oes 
with the highest hit total will win four Super Power Stamps. 


Wave racing veterans Tommy Yoder and Jord n DiC do 
edged out tight field on Wa\v F ice 6 's Drake L ike this 
month. Perhaps this is your turn to leave jveryonu in your 
w ke. This is your last ch mas! The W y*. K ice 6 i challenge 
orcuit rides ojfmvi ihAsuos; J this month taking three fin 1 
1 V/it^oT^crosj^TBay. Configure yc 

rf 'Se^w: tf -v%Ylis calm. The top-25 r <cer$ will win four Si 




An entiie field of racing f ins has mailed in requests for a. 
co st-to-coast ch Ifenge for Cruls'n US, . We feel your 
need fpr^speed, and that's why we w ;nt your fastest time 
for cruising the country. Pick your f vorile 'tar and 
remember to use the Nitrous Boost axL featured in 


remember to use the Nitrous Boost cod 
Volume 99's Classified Information. Th^ fastest 25 road w irriors will drive away wrtb four Super 
Power Stamps, good for cish off cool stuff in Power Supplies Cat log. 


CHALLENGE #1 


Accumulated! 


CHALLENGE #2 


SUNSET BA 


BANK LEVEL RIDER 


CHALLENGE #3 


cuncRPTwtPTipns 


PRESS 5TRRT TC JDlll THE 
VICTORV CELEBRRTIOn... 


The mati room is stili being flooded with Twisted 
Challenges If you think you have one good 
enough for the pages of Power, mail it in—you 
might score four Super Power 5tamps These 
entries are some of the best in the latest batch 

Can you beat James McCloud out of Venom's 
exploding tunnels near the end of Star Fox 64? 
—Richard Bright, Gainesville, FL 

How far can you fly in Star Fox 64 without scor¬ 
ing any hits? 

—fames Doyle, Moore, OK 


Can you finish first on Wave Race's Glacier 
Coast while riding backwards* 

- -Kan Zhu, Tempe, AZ 

Can you finish Cans'n USA on the Hard difficul¬ 
ty level without bumping into another vehicle* 
—Michael Stahlschmitt, St. Charles, MO 

Can you go undefeated for * full, 162-game sea¬ 
son in Ken Griffey Jr's Winning Run without 
making a single trade? 

—Ian Webb, Parma, OH 


Nintendo 64 CharactBr Match 2uiz Answers Kim Wu-Killer Instinct Gold, Liu Knng- 
Morta! Kombat Trilogy, Scarlet Zerat-Dark Rift, Dimitri Mishkin-GoldenEye 007, 
Baratus—Hexen, Marina-Mischief Makers, Ibis-PilotWmgs 64, Pigma Dengar— 

Star Fox 64, Xizor-Star Wnrs Shadows of the Empire, Glenda-AeroFightrrs Assault 






















NOVE 


[ordan DiCarlo Lake Pcekskill, NY 

lustm Zabd Newark, Df 

leffcry lam Bayside, NY 

lonathan Bryant Burlington, NC 

laphet Santaro San Francisco, CA 

David tacoste Chateauguay, PQ 

rodd Cochran Middletown, DE 

lorge Hernandez Miami, FL 
Ricky Williams Georgetown, ICY 

Mark Thompson Marysville, Ml 
Scott Bauer Stoughton, Wt 
John Reedy Elkhart, IN 
Daniel Schales Lacey, WA 
Chns Schnepp Bethpage, NY 
Jason McLaughlin Lake City, FL 
Roy Deller Pasadena, CA 

Vally Acatinca Reading, PA 
Jonathan Colon Suffolk, VA 
Jackson Wood Cherry Valley, CA 
Brendan Hopper Ruml Hills, NY 
Scott Tresler Erie, PA 
Colbn Mohan Battle Creek, Ml 
Bret Wood Billings, MT 

Nathaniel Sylvester Finksburg, MD 


1 14107 
1-14 435 
1-14.594 
1.14.832 
1.15 290 
1 15 417 
1.15.54* 
1.15.562 
1 15 914 
1.16.241 
116 460 
1:16 585 
1 16 697 
1 16.697 
1 16 762 
1:16 982 
1:16 990 
1:17.551 
1:17664 
1:17 964 
1:18135 
1:18.187 
1 18.259 
1 1B.SB3 


Magnolia, TX 
Drcshcr, PA 
Kitchener, ON 
Greenwood, 1L 
Allen Park, Ml 
Bartlett, IL 
Knoxville, IN 
Moorhead, MN 
Sycamore, OH 
Thornhill, ON 
Magnolia, OH 
Chagnn Falls, OH 
Rockingham, NC 
Vega Bata, PR 
Lawrence, MA 


Fahad Al Husain 
Derek Allan 
Alex Amaral 
Nick Atkerson 
Klml Bagger 
Bill Gahn 
Matt Barker 
James Beck 
Domemc Benlz 
Mark Berdock 
Enc Beavers 
Andy Klempay 
Clay Long 
Jose Mercado 
Jose Rotas 


Marysville, Ml 
Pace, FL 
Galena, MO 
Shelby, OH 
Monroe, Ml 
N’oola, UT 
Boulder, CO 
Hialeah, FL 
Fairport, NY 
Tustin, CA 
Coral Springs, FL 
Boca Raton, FL 
Lake Charles, LA 
Owen Sound, ON 
LaG ranee, GA 


Mark Thompson 
Joshua Davis 
Warren Eden 
Ryan Craft 
Carlos Zavala 
Ty Henrn* 

Alek Hess 
Michael Quevedo 
Nathaniel Lewis 
Somcr Kio* 

Bao Lam 
Bryan Walker 
Jonathan Brannen 
Dan Button 
Justin Spear 


SUPER MARIO 64 

The SLOWEST lime (9*59.9) 
for the Princess's Secret Slide 
imerman Carltsle, PA 

insilver Miami, FL 

HoHen Jackson, MO 

su Saraloga, CA 

;ay Temperance, Ml 

Kelly Suwanee, GA 

liglore Chicago, IL 

Ransbarger Chico, CA 

Silberman Bensalem, PA 

ck Delta, OH 

allmi-iord Frederick, CO 


SUPER MARIO 64 

152 Coins in Wet-Dry World (Volume 97) 
Jason Baum Pittsburgh, PA 

Keo Boycott Uvonn, Ml 

Michael Cunarata Grand Prairie, TX 

Alan Clontz Concord, NC 

Bobby Dixon Metamora, IL 

Brad Frank Kenmore, NY 

Chns Gingrich Page, AZ 

William Hayes Wheeling, WV 

Jared Fiouston Rockville, MD 

Mike Jonas Com mack, NY 

Daniel Kelly Rohnert Park, CA 

Kevin Langone Athens, GA 

joe Marciuo Warren, OH 

Jason McDonald Crowley, TX 

Allan Mendiola Riverside, C\ 

Jerry Reynolds Walerloo, ON 

Itandy Mumighan Chandler, AZ 

Christopher Olds Glen Fllyn, IL 

Michael Pazirandeh Granada Hills, CA 

Rosendo Rodriquez Riverside, CA 

Carl Seifrid Batavia, IL 

Aaron Solomon Montclair, NJ 

Patnck Sullivan Rochester, NY 

Talon Tipton Carlisle, IN 

Trey Tucker Arlincton, TX 

Chase Wallers Lubbock, TX 

Tommy Yoder Ridgeley, WV 


WAVE RACE 64 

Best Times for Three Laps Around 
Southern Island (Volume 94) 
lustin Zabel Newark, DE 1:15 BOfl 

Mark Thompson Marysville, Ml 1.15 877 
Scott Ttfeder Erie, PA 1*16 370 

David Laeoste Chateauguay, PQ 1:17.059 
Jordan Dicarlo Lake Peekskill, NY 1.17.450 
japhet Santaro San Francisco, CA 1:17 793 
Nathan Shrubsole Holland Landing, ON 1:17.943 


STAR WARS: SHADOWS 
OF THE EMPIRE 

Best Times for Battle of Holh on 
Hard Level (Volume 96) 

Jason Fraser Scarborough, ON 3:45 

Michael WiecLiwek St. Catherines, ON 4-02 

Ben Kaufman Wellesley, MA 4 04 

Colton Goodrich Altamout, UT 4 J>5 


W* I WAVE RACE 64 f 

Best Times for Six laps Around Port Blue 
* (Volume 97) 

Eric Worden West Branch, Ml 123.570 
William Thurston Rancho Muriefck CA 123.059 
Jimmy Vhn Sisc Washingtcmvrile, NY 1 23 869 
Ryan Frost Placentia, CA 123 914 

AshokKamal Boston, MA 123949 

Aaron Kiser Huntington, IN 1 23.965 
Shane Guillel Grapevine, TX 123 969 
Michael Ashworth Nashville, TN 1 -24 011 
Jason Anderson Eckville, AB 124 076 
Ken Jones Edgerton, Wl 124 392 

lake DeGroot Springfield, SD 1:2439F 


SUPER MARIO 64 

191 Coins on Tiny-Huge Island 1 (Volume 94> 
Geoff Archer Pembroke MA 

Frederic BouK Chicoutimi, PQ 

Glen Heide Vancouver, BC 

Jason Kauczka Kingston, PA 

Derek Sadolo Palmdale, CA 

japhel 5antaro San Francisco, CA 

Chris Slay Beach Parak, IL 

Ad.un Vazquez Glen Ellyn, IL 

Write your name, address and Member Number on 
tha back of your photo Tbs Arena challenges fea¬ 
tured in this issue must be received no later than 
December 10 1997 Ths top qualifiers will receive 


SUPER MARIO KART 64 

Gesl Times for Time Trial on Luigi Raceway 

(Volume 9B) 

Steven Rodriguez Simi Valley, CA 
David Wonn Gahanna, OH 

Nathan Charlton Downey, CA 
Ryan Everosb* Halstead, KS 


1:22 77 
1:25.49 
1:27.9B 
1:32 23 


Address entries to 
POWER PLAYERS' ARENA 
PQ. BOX 97033 
REOMOND,WA 98073-9733 


Super Power Stamps Inc’ude your N64 or Supe- NES 
in the photo of your high score Dim the lights and 
then take n few photos without a flash It you're tak¬ 
ing a photo of a Game Boy, place it on a flat surface 


SUPER MARIO 64 WAVE RACE 64 

,151 Coins in Rig foofs Haunt! ^Volume 92) test Times for Three laj Around 

Tom Annino Jr. ^taintree, MA, ’DCake Lake (Volume 95) 

Jonathon Nicholai Acosta Yorba Lind ., CA Tommy Yoder Ridfteley r WV 11.0; 


TUROK: DINOSAUR 
HUNTER 

est Time for Tr unin Challenge Course 

(Volume 96)_ 


ARENA 
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Acclaim goes deep and scor 


nPL QURRT8RBRCK CLUB '93 


Acclaim/S4 Mtgabils 

1 ta 4 phprs simultaneously 

C nt. jllcr r ak an i Rumble Pak compatible 

NFL and NFLPA licenses 

Hf jh-Rts Me At jraphlcs 


GRAPHICS H 


GAHIE DESICn 


SCORES 


" Warn I 


the Hi-Res Mode for 
the N64 p id off with 
stunningly realistic 
gnphics, m iking QB 
Club tire best looking 
sports game ever Six 
camera views, which 
can be selected at any 
time, give you tota' control over how you see the action 
Excellent animation Only the play diagrams and layout are 
(ess than perfect h eing a bit too small ard difficult to read 

Movement of characters is responsive, 
and players have a full range of motions, including speed 
bursts and spins to evade tacklers and diving catches and 
tackles You can even use special Control Stick motions to 


Mos of the bells and whistles are here, 
plus some extr s like the Simul ition mode that lets you 
play historical situations or set up your own do-or-die sce¬ 
narios. Th many options ind settings for everything from 
pefxaltkrs to pr-ssmg mod** -re veiy thiprtssivc 
M^ih^L-ii.Jil it has everything except John Maduen 
and it's fun o play What else could you want ? 

The SFX of crunching bodies doesn't have the 
impact of the real game 

blBQMP^I Homy / never thought video foot 
bail could look thts good Scott P This game has 
rt all Dar. The best, smoothest 3-D graphics 
ever in a sports game Paul The NFL license 
is big and the replay option is incredible 
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Football 


The NFLPA license II U„ 
allows real pro players - jgj g 

lo he ustxl, ihou>;h - g35 

by play C K , but I- ' 

Madden's comments become tiresome Fortunately 
you have the option to silence big John a 

Erich Definitely the best Madden / 
ever Hemy Excellent passing, and l loved / a 
the power tackling Paul The best p/ay J 
book in the business I £ 


ers can zoom in ana waxen ine piay umuiu iium txny 
angle Regular play by-play graphics are polygonal but 
not as detailed or as sharp as the QB Club graphics The 
helmet cam is unique and gives you a player's view of the 
action, alth ough it 's not very practical 

Control is excellent Players have the 
option to hurdle, spin, dive and lateral the ball on offense 
On defense, they can dive, jump, power tackle or break 
through the line using the swim move. Player switching is 
easy and the options are easy to access at any time 
I^TiTl Jl-J-’-ll Madden 64 makes use of the tried and- 
taie Madden formula of play selection, excellent passing 
control and historical teams Since Madden 64 lacks the 
NFL license, no logos, team names or uniforms are used 


OVERALL HATING 


mnooen bh 


• EA Sports/64 Megabits 

• 1 to 4 players simultaneously 

• Controller Pak and Rumbla Pak compatible 

• Historical teams 

• NFLPA license 

• Fantasy draft 


MpttICS=77 PLAY ill JB0L=8.3 GrtTTlE DESICn-7.7 SaTlSF.iCTlOn-=8.1 SQUnD=7.1 





• Mldway/64 Megabits 

• 1 to 2 play ars simultaneously 

• Controller Pak ar i Rumble . ak compati ile 

• I vehicles 
« 6 tracks 


Th- wildest ride on four wh««ls is a total Rush from Midway, 

Rush conveys tremendous sense of speed 
with details t jken directly from the ctu .1 locations of tl c 
r.v mrlrc in F r mrisco- You can read sticet signs and 

recognize landmarks It's not as lusn arid beautiful as Top 
Gear Rally, and the special effects aren't nearly as out¬ 
standing, but itseems much faster 
Id*- The control on every difficulty level is 

excellent but ta.rly easy At the incredible velocities you'll 
be travelins you'll need quick, responsive control 

TJ1 San Francisco Rush has been a hit in the 
arcades, and .t loses nothing on the N64 In addition to 
extra tracks, the N64 SF Rush supports the Rumble Pak to 
give direct feedback The shortcuts are essential Tor win 
ning races, so racing is not a simple matter of flooring the 
accelerator and staying on the road You cm also *md 
keys and secret stunt areas on every track 


Fun, fast, full of often tricky shortcuts, S in Francisco Rush 
provides excellent action ,nd value for one or two players. 

Besides the music and sound effects. Rush 
empl oys voice c omments that add to the attitude of the game 
|W.T..i^rg| Scott P With the Rumble Pak, I could feel 
the Cs m the corners Oan Great arcade feel and play ; but 

don't expect reality 
Erich 77 k? new tracks 
are a great bonus 
Terry / spent 
more time 
in the air 
than on 
the road 
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OVERALL RATING 


CLHVFIGHTER 63 Vs 


• lnftrpftjr/64 Miiairit* 

• 1 to 2 ilayer* simultanjously 

• numkla Pak compati jfa 

• Ireakthroujh stages 


k SCORES 


For those who take fighting seriously, there’s Clayfighter 63 Va. No, seriously. 

|il:r.rJi1nEl motions for different 

The completed g .me 
looks much richer 
th in th screen shots 
from our pieview last 
summer Little touch¬ 
es, like the spilhts 
that tumble out of 
characters' pockets 
when they're hit, keep the game fresh and fun The 
characters themselves are high-quality, prerendered 
spates with a ton of attitude m the animations 

Clayfighter 63 % uses traditional Street 
Fighter U ana K.I type sequences, so it's easy to learn 
although perhaps not-so easy to master The C’aytalities 
and Combos add to the complexity Many of the controller 


moves are very similar to each other, making it difficult to 
perform specific moves and string combos together 

it would have been e sy for Jnterpf y 
to make a cute game without much meat, but the fight 
mg engine is fairly beefy Breakthroughs don't add much 
strategically to the game, but they add interest 

With the lack of killer fighting games 
this fall, Clayfighter 63% turns out to be a winner 
1-BlllSTjl Besides the yips and yowls of whacked 
characters, you'll hear plenty of trash talking 
with a definite clay bias 

Armonri ft's not serious, but 
you can spend serious time playing it 
Dan Beat it on my first try 


fl-MS 
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essential for winning. l*Jw__ . ^'■Hl 

IfiMlMil MWf With just five tr icks, you might think that 
the gime is limited, but each track is long and filled with 
cfraflenges Each track also has shortcuts that dramatically 
shorten your ] ap times One of the coolest parts of the game 
is the Paint Shop, where you get to design your own car's 
paint scheme and save it on a Controller Pak 

I At first, the difficult control can put you 
off, but the longer you play, the more* you'll appreciate the 
reality of this racer. 

The sound could have been more refined 
Some of the music just doesn't seem suited to the , 
fast pace of the race f 

liffltflllfllTtS Terry This is the best racing / 
sim for the N64 Dan, The shortcuts are f 
great, but the computer doesn't ust them / £g i 


OVERALL RATING 


• Midway/64 rrlegablts 

• 1 to 2 pffayors simultaneously 

• Controller. ak and Rumlili Fak compatible 

• 5 Courses 

• 9 vehicles 

• Paint Shop 
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Duke Nukem rumbles on the N64. 

E3SHaffilThc down and dirty world of Duk^ Nukem 
never look. d so good. The 3-D stages are filled with humor 
and grunge, and special effects such as the explosions ai - 
top notch Thv. 2 D, sprite enemies h ive been perspective 
corrected so you can luok it them from different angles, 
but as in D oom 6 4, they are the weakest link, 

Id* ■to |'fill Duke's controls as pond quick y, 
and hit detection is solid The contro'ler setup isn't 
ideal, but yo u can live with it 

prniispitis^iffi] The game begins in the same stage 
where the original Duke started out but grows increasing¬ 
ly unfamiliar from that point on The multiplayer mode 
may be the next best thing to Golden Eye in the shooter 
genre Some of the weapons are to die for, 

Duke Nukem 64 may have been 
slightly sanitized, but the excesses of the original game 


had nothing to do 

with gampiay. Th*. j 

muitiphyer matches r ~ _ ^5 

in thr_ .j s r ira', ar.. «j j j * rt n| 

nas add even more to 

the experience 

BSftHTi fil Although 

the sound quality 

seems a bit grainy at 

times, the comments 

frorr Duke and the background sounds are pretty good 
P .■iiiinjjip] Scott P Eurocorn tells me that j 
there am tons of cool codes Henry The Death / 
Matches and cooperative mode make Duke § 

64 Terry The Shnnker/Expander is the great j 5 m 
est gun in the universe I Jgj 


like nuKem bm 


• GT lnteraetlve/64 Megabits 

• 1 to 4 players simultaneously 

• Controller Pak and Rumble Pak compatible 

• Lots of biddea codes 

• 29 stages 


»-*v< 




GRAPHICS 
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• Nlntendo/4 Megabits 

• 1 pteysr 

• Battery-backed memory 

• 15 tracks 

• 4 vehicles 


SATISFACTION 


Ths classic futuristic racer returns to th* Super NES. 

0233310 When F-Zjro tf^st appe red in 1991, it fea- a mullipHyer option 
tured stat^-of-the-art graphics with Mod; 7 scrolling 
Tod y's N64 games Seem faster and mor. legalistic. but for 
the Super NES, F Zeros graphics remain the ber^ma* 
fo r racing game s 

vMufflW hirti Expect precision turning control with 
banking (using the Right Button) and turbo speed 
boosts You can even keep the nose of your car low 
when making jumps 

F Zero's track design maximizes speed 
and challenge Besides the twists and turns of the tracks, 
you'll find plenty of surface hazards, like land mines, 
magnets, ice and sand—all guaranteed to slow you 
down The Al of the other cars is aggressive-they don't 
allow you to rest on a comfortable lead because you 
never have a comfortable lead The only thing missing is 


The years h :ve done little to take away 
from the experience of F-Zero. Since it is being r -released 
c Playpr'c rhnir g-amp, you'll find that it's one >d nsb* 
too Every 16-bit library should have this game in it 
felJtMSJ Good, techie music, but the sound effects 1 
truly standout The sound of your car's turbines winding 

up is very realistic 


fiflpn 

Scott P Extrcme-G 
may bt faster, but 
E-Zero still 
gives you a 
run for the 
mom y 
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• Nlntendo/32 Megabits 

• 1 to 2 Players simultaneously 

• Battery-bached memory 

• 5 worlds 

• 6 animal pals 

• 48 moves 


GRAPHICS 
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• EA Sp jrts ft THQ/1B Megiblte 

• 1 to 4 players simultaneously 

• Bittery-bQGked memory 

• NFL en NFL J A Jlcsnsts 

• All M idd^n h jms 
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The smaller Madden with the bigger license. 

Well, it's not Madder 64, hut Madden NFL 
*98 compares well to previous 16 bit Maddens from 
THQ Player indicators arc clearly visible and plays 
are easy to read As always, it's tough to distinguish 
players when they are in the jumble at the line of 
scrimmage, making running plays difficult. 

Good control remains a hallmark of this 
series Passing control can be enhanced with the Auto 
Passing mode switched on or made more realistic when it 
is left on manual Bal 1 handlers and defenders have special 
moves like spins and dive's that add to the realism and fun 

The current 1997 rosters, teams and 
uniforms, and several additions to the game, such as the 
Create and Trade Player options, make this a worthy final 
Super NFS Madden game 

With solid game play, a wide range of 



options and O K 
graphics, Madden 
NFL '98 is probably 
the last gasp for 16-bit 
football For collec 
tors or football fans 
who don't have a 
Madden game, don't 
delay This title may 
disappear quickly 
fewtiug Unspectacular. 

Jerry Listen, I didn't give 
Tamagotchi a 9 last month Scott did that 
because he's jealous His Tamagotchi died af 
11 days Mine lasted 17 Oh , and Madden '98 
is pretty much like last year's gamt 


see ES 
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without waging trm -* i I 

on extras that would just slow down die play and animation 
Even so, you've got plenty of options for strategy, substitu¬ 
tions, scoring summaries, and season, tournament, league 
or playoff modes 

This is the best of the FIFA series for 
Game Boy, primarily because of its speed and clear, 
though simple, graphics 

The music is pathetic but you don't need to 
have the sound on at all 

Itfaiiiiuiapk*] Scott P The price should be right 
and the game is solid Terry Great p/ay con- * 

trol, and the graphics are clear and scroll f H 
fast enough so you can easily follow the f 
action Paul It's pretty baste I like morel 
variety in a sports game f 


moves quiCKiy enougn aiung me u.u-* ui urn wan iu 
you a part of the action at all times The animation is 
faster than previous FIFAs, making this the best yet 
nrmif|l|3|j9 Once again simplicity is die rule for play 
-—control You can pass, 

S run and shoot, or, on 

_ _ defense, slide tackle 

■’■■S; and steal the ball 


TierTex dio it right, 
concentrating on the 
smooth back and-forth 
nature of soccer play 


FIPH ” 98 : The Road to the lilorld Cup 


fcA Sports & THQ/4 Megabits 

1 player 

Passwords 

Super Gama Boy enhanced 
52 International teams 
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P4UI FlgnUfiQ Sport* Simulations 


BURLUflTORS 


• m^nre-o npHirg RHs>. fliiuentures 


Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power. They 
all have their favorite categories, but 
they play and evaluate every game 
we receive- Follow your favorite pro 
in each issue's Now Playing. 


5CCM n fiction. Rqhttng. RPC* 


O#.-" Ret mu mveotures Sports 


SCOTT *• 'Span* StanitationB, iWuoxturca 


flP&s fldAientucW 


SOIUJA- Puzzle*. FtgMing 


• ipr.tn' -mqIRMS. rtrtujn, Sflort! 


TCImv RPGs, 5tmd!atton» v PuzHes 


RPOt Simulations. fiUvcntuits 


ntni ir* n mirrz!7& jsm HEAEfES 



RRTinGS 

Each Pov .mt Meter category is weighted to inflect its ; 
overall importance We feel that Satisfaction and Game 
Design are the most import int areas, dosely followed 
by Play Control and Graphics. Sound tends to be less 

important for most imj$. iii^ir nn 
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RG£ RRTinGS 

There are the official ratings from 
the Entertainment Software 
Ratings Board that reflect appro¬ 
priate ages for player*. To contact 
the ESRB, call 1-800-771-3772. 

riur ta ttia canur iinD*' 
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the ratlaj* 
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Mortal Kombat Mythologies is 
finally a playable game, and 
Pak Wateh is the only place 
to play it Plus we've got 
exclusive shots of Twisted 
Edge Snowboarding and 
Automob ili Lamborghini. 
And from Japan, check out 
our special report on the 
Tokyo Game Show. 


for the Rumble 
Pak, plus the 
Controller Pak 
for saving your 
progress on 
Championship 
mode. Once 
you're out on the 
road, keep a 
sharp lookout for 

road rally game it had just oik. track and one car. What a dif- shortcuts where you can dhek 
ferencc a few months can make. Automobili Lamborghini down aside street through a 
now has eight incredibly hot vehicles and six detailed tracks European hamlet or field. You 
with a variety of driving challenges. Some of the options rank /OnBy have a sejtSe of racing 
— as best of any through the French country-. 
K jljjtf Jr**™# r4,ci »8 gB?ic. For isidev buf"#ie coolest part of 

■O0 1 '30’f0 * * instance, in the Time Lambongh ini's graphics has to 

Trial mode, you can be the cars themselves Thus 
race on any of the she did an vxdfclfent job model ing 
M > \SLc V tracks in cither direci^Shd tv xturins ther classic 


HHfl 

e/m 


BH? 


£ ’'J When you're 

^ pointed into 

l^ e sun ^ you'll / ^ ™ n 

controller configura- even see lens flare effects. AUk ■ ^ *’ *- 

lions, a steering Automobili Lamborghini may be the last of the season's pure 
wheel option, and lacing games to hit the road, but it is in no way the least. Look 

four-player support, for our extensive test drive next month. 

You'll find support 
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A ji last, one of the most anticipated N64 
games of the year arrived in Pak Watch 
land. Midway's Mortal Kombat Mythologies: 
Sub-Zero is the brainchild of MK designer 
John Tobias. His vision of a prequel to die hit tourna¬ 
ment fighting series led him into a new realm of action 
i ■ ■ | adventure 

™ ~ - - with a heavy 

MnSg^BS emphasis on 

fightin8, Wc 

r wt give 

y 011 dctai|s of 

thc L s,ory ' 

j- other than to 

—ir.. sav that Sub- 


some, Tigming 
powers. Those pow¬ 
ers and special 
moves are learned 
along the way. 
Borrowing the con¬ 
cept of building 
experience from the 
RPC genre, Tobias 
has designed MK 
Mythologies so that 
you grow as a fight¬ 
er as you gain expe¬ 
rience points, and in 
so doing you'll learn 
special moves. 
You'll also pick up 
items along the way, 
such as potions and 


healing herbs that are 
accessed through a sub¬ 
screen menu. Thc game 
action includes hazards as 
well as fighters, so you have 
to watch out for crushing 
columns and drop-offs as 
well as thugs who want to 
rip your head off. Tablets of 
Truth, picked up along the 
way, help you learn thc 
ropes of this dangerous 
world. Speaking of ropes, 
you'll have to climb them to 
find secret areas, not to 
mention perform other 
stunts. Of course, the trade¬ 
mark gore of MK games is 
here in abundance, so squea- - 
mish players will have to 
muddle through with a 
blindfold firmly in place. 

Players who choose to shut 
their eyes will be missing 
beautifully rendered background settings that generally 
scroll horizontally. Thc digitized fighters, including Sub-Zero, 
look pretty much as they always have. Options include five 

difficulty settings, up to six lives and four continues. You can 
save progress with your Controller Pak or get passwords. The 
only thing missing from our playable version was the final 
story elements, which is said to include original artwork from 
Tobias. Don't miss our review next month, it looks like MK 
has entered a whole new world. 
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he dynamic team of Kemco and Boss Games, 
the developer of Top Gear Rally, are in the 
midst of their second masterpiece, Twisted 
Edge Snowboarding. We recently received the 
latest shots of this game in development, including 
v *64 emulations that show just what to expect from the final 
redact. We also checked out some animation tests on the game 
i r which snowboarding characters grab their board edges in the 
air and perform more basic moves like toe and heel turns. The 
only thing missing at this point is that none of them board goofy- 
footed-like that's real. But Twisted Edge should 
< 5 *nd up being very real. It's not a straight racer, or 
3 variation like Atlus' Snowboard Kids, which 
has more of a Mario Kart fed. . - 

in Twisted Edge, you'll perform 
stunts in half pipes while g 

heading down ^ -Aj j 

the slope. 
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support 

indeed, 


ana White adds some glamor to this N64 
game from GameTek as she reprises her 
famous role as television' 1 * most popular 
J game hostess. GameTek's first N64 title was 
supposed to have been Robotech: Crystal 
Dreams, but development delays on that title 
have resulted in this second game getting 
ahead in the race. In Wheel 64, you basi- 
^ tally become a contestant, spinning for 
jK money, guessing letters, buying vowels 
and solving file word puzzles. All of the 
game dements worked smoothly, including 
(we still don't believe this) of the Rumble Pak. Yes, 
every time you spin that big old wheel, you feel its rum¬ 
bling. But that's not the 
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biggest thrill in Wheel. 
That would come from 
beating the annoying, but 
super-intelligent computer 
opponents. If you play on 
the harder difficulty levels, 
you'd better be a whiz 
because you won't get 
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many guesses. Wheel also works well as a multiplayer game. 
Admittedly, the quality of the graphics on this game leave a lot 
to be desired, but the flat, digitized contestants and cheesy 3-D 
studio set don't really detract from the fun. Maybe that's what 
we expect from Hollywood—two dimensionality. 
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days to James Bond 
007 for Game Boy 
have meant that this 


won't set* the light of day ^pBvnpQ 
until the end of December. Still, ESj| FH 

it's better to get it right than not kH^HLa^HHbSJHH 
to get it at all. Erich Waa$, Nintendo's product coordinator for 
Bond, and one of our monthly Now Playing evaluators, says, 

"If will be out by the end of the 
year or my head will roll. ' Now, 
that's dedication. Erich also tolls 
us that tht development team on 
QSHEISttM VundMt fcaffirc Corporation ten 

been slaving over the bos> midli 
gence. "Wc'r* nrakfng their 
movement patterns more complex. Unpredictable." A$ Agent 
007, you'll get to test this tint m ^ 
stages that spen Uft; globe, from Dm J| 

ftiml* h/ the North Africa. 

Unfortunately, since our last 
report on Bond, the driving si ages 
have gone the way of the slirred 

martini—they're no longer on the r ; »^Tfi fMM'l 
menu. What remains is lots vrf overhead action and covert 
puzzles to keep you on the edge your seat. .* ’ — jfc*- 
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he ^annual game fest in Tokyo 

check out the hottest games for the upcoming 
holiday season Nintendo has never 
participated in this show> prefer' 
ring to wait until the Space 
World Show (formerly called 
Shoshmkai) in November, 
but major licenstus such as 
Konami, Hudson Soft, 
Imagineer, ASCII, T&£ 
Soft, Asmik, Atlus, Seta, 
Namco, Bandai and 
Video System were in 
attendance, showing off 
their N64 titles Special 
Nintendo Power 
correspondent, 
Yus hi Oztki (bet¬ 
ter known to our 
Player's Guide 
readers as 


Jumpin' Jack Yushi, covered every square- foot of the giant conven¬ 
tion hall in Makuhan Messe. 

Some of the showcased games have appeared at previous shows 
By this time, everyone is familiar with Seta's Rev Limit racing game 


and Wild Choppers Both games arc ready to go, but no publisher 
has stepped forward in North America at this time Konami's booth 
was one of the two most popular during the show's three day run 

































Wild Choppers 


(You can read more about 
Konami's lineup in our special 
report this month) Another 
title destined for North 
American shores is Japan 
Supply System's Chameleon 
Twist, which Power will 
review next month 
Heading the list of new 
games at the show was Snowboard Kids from Atlus, which took 
a fresh approach to winter sports by making Snowboard mos 
more of a Mano Kart 64 experience Cartoon characters ride 
boards, pick up items to ust against each other, and perform 
stunts on the slopes Balance is kept by maneuvering thL Control 
Stick It's a four-p ayer game that's lots of fun Atlus in the United 
States is also exerted about this title, but they haven't finalized 
plans for publishing the game or licensing it to another 
publisher We expect to see it in the 
first half of '98 

Imagmeer continues to pump out 

N64 titles like 
there is no 
tomorrow The 
latest news out 
of Imagincer's 
development teams is Kirra to 
Kaiketsu 64 Detective, a sort of 

gumshoe board game On video, early shots of SimC'rty 2000 
were previewed, as well Imagmeer's popular baseball game. Pro 
Yakyuu King, is getting a sequel next year It will bt joined wrth 
Fighting Cup, a new tournament fighter and the long-anticipated 
El-Tale, which THQ will publish in 
North America El-Tale (Quest 64) 
looked far more advanced than 
our previous peek and promises 
to be a rich, exotic adventure 
One of the most promising 
games was Aero Gauge from 


ASCII, a futunstic racing game that takes a 
page from F-Zero and Extreme-G It's fast 
and it looks cool It could well be the sur¬ 
prise hit of tlit show, but ASCII hasn't set its 
plans for North American release as of yet 
ASCII also unveiled its new ASCII Pad 64 controllers in various 
colors and equipped with turbo on every button Other new titles 
included a fighting game from Culture Brain called Fist of Flying 
Dragon Twin Hudson's Shin Nihon Puro Wrestling, Tamagotchi 
64 from Bandai, Namco's Family Stadium Baseball and a soccer 
game from Hudson entitled L League-Eleven Beat 1997 But 
Hudson's most innovative (or silly) entry for the N64 has got to 
be Denryu Ira Ira Bou ’n this game, which translates as Exciting 
Electric Stick, you move a cursor tool between electrified rails If 

your cursor touches a rail, the Rumble Pak 
goes off and you lose It's based on a television 
game show in Japan 

One final newbie appeared in the T&E Soft 
booth The masters of video game golf have 
licensed the ultimate tournament in Masters 64 
Augusta is lovingly rendered in 3-D with all the regal pines, water 
hazards and bunkers to make even the best golfers want to rip 
their own arms off in frustration There was a lot to see and play 
at the Tokyo Game Show, but the biggest stars in the N64 world 
have yet to come out This November, Nintendo should unveil 
Yoshi's Story and Zelda 64 at Space World 
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MIDWAY ON 
THE MOVE 

Midway continues to be one of the major movers on U»e 
N64 scene, and it doesn't look as if that is going to chaise 
any time soon. The latest news out of Corsicana h that 
Quake 64 is now the game on tht move; Earlier in the year, 
Midway rescheduled the release of Doom- 

like game from fall '97 to spring of 1998 There'* no defi¬ 
nite word yet, but that could change if the w 
development continues. Pail of the debv 
13} when Midway saw the impressive multip 1 
in GOldenEye 'Hoping to Include ftw 
Quake, they decided to give the prop" 

Unoffictdly, we have. alM> heard- _ 

Kombat arcade game; MK 4, fe dated for • 'prlng 
release on the* W64. Since MnrfcdKombat 4M 
n should be perfectly auH«d tolhe N64.M»|iW»y^ 0, P^ n ^ 
to produce m Olympic HikJm*v H*n f ' MAHti Ggnrt**4he 
tomp*ov that m Uh original Wayne 

Gretzky* t-T* Hockev 


k»i i pm of,its time on Wheel «it fortune 
fltf ?ft tin w on \ *opirdyly vthklf|i ncar- 
lliis w*? t;w g | *^p ■■•'V ' , ooks -autlar lo 
u$lngthe same 3-D type of studio set anti digitized 
its. That's the downside. The upside U that the 
wne plays v.ery much 


ke the popular televi- 
iion game show, and the 
challenge is very good. 

AtexTrebek appears in a 
small video window to 
encourage contestants. 

GameTek plans on 
breaking out of the 
developer role long 
enough to publish both 
Wheel of Fortune and 
Jeopardy! The company 
also insists that 
tech: Crystal Dreams is 
still very much alive. In 
fact, a version of the 
game was shown at the Tokyo Gome Show f Hr problem at 
this time seems to be the lack of a publisher tor the title 
Who knows? If Wheel ahd Jeopardy! do wsH/ maybe 
GameTek will bring out Robotedi, a* well. 


MORE N64 NEWS 

«« t 

Banpresto's Ultra lode Runner has parted approval 
at Nintendo of America and is in the Ihii l final devel¬ 
opment at Big Bang Entertainment Out friend* at Big Bang 
report that the game has gone through changes of 

focus since we last covered the piojert. tout that it should 
be wrapped up by the end of the year ttaapr*»io hopes to 
sub-license the game in North America to another publish¬ 
er, but there is no word yet on who that pUbliriiec will be. 
Big Bang has promised Nintendo Power a wak peak in the 
near future, so stay tuned. 

Going around the hom, the lasted N4A fitmes to be 
announced include: MLB Strike Tan* ^8 from GT 
Interactive, which is In die works .4 DtViFji Thumb 
Entertainment in Colorado, Amonu Ptvtft thumb found¬ 
ing partners arc tWo Nintendo vrtei.u* • .«> lading Brian 
Ulrich, the wortd's greafext faa^bail bn u*t ** -Nintendo 
Power staffer. Obviously, wc expert unix crom Brian. 

At BITS Studios irt London, a developin' rt team is work¬ 
ing on an action game for Fox Ihiei jrtfve that fe based on 
the hit movie Speed, We haven t seen JoytMm? of the game 
yet, which fcn r t scheduled for release until tin- fall of '98, 
but it should fee a groat license as lonv as thry stick to buses 
and leave out cruise difp* 

Ocean of America b om<dertnj* ah king up an N64 
puzzle game called Wtttiv from b-TTV m. the U.K. 
This oddball puzzler contains-fluid p* s that must be 
fit together, unlike the Nock* nly found in 

Tetris done*. 


I«r lighting ami cool cntteis in Qiiakw 64. 

SIMS FROM 

EO SYSTEM 

Video System, formerly known as Me O'RivGr in the IkS.A., 
will follow up its initial N64 game, Aerofighters Assault, 
with two more simulations. One game will be a high end 
car racing simulation developed by Paradigm 
foterfainmem, which created the engine for Aerofighters 
Assault Video System hadn't finalized the type of racing at 
thif tune but K will likely be international, open-wheel 
racing rather than dosed-wheel rally ,or off-road racing 
The second game will be a realistic flight simulation, prob¬ 
ably featuring Harrier type vertol jets. Paradigm is also 
working on this game. According to Video System, the 
Harrier sim will be ultra realistic, unlike Aerofighters, 
which induded more arcade-like elements. 
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-ni4iftA«»mc is^oin§ 

It^fffrad ^reat success 
wkl-Hlnr#^ Vlooii/ Mitsumi fe 

Mj» •««»«* h: 

4ati»ir Km*# iw •nistiL 2m\ 3 
(Fishing Kifw h i»v- River)'. Yes 
it's a r fli* Boy 

Th- stocy bov 

Who mu'^ hi*c»ffcr' (he %?fisb‘ 
einiai^i" or#r hi vwi'fii *»c*> 
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POWER 


Gamers in lap.?' 
not the magazine- 
n*w game recording 
Gamers will take t* 
separately) to their neighborhood Uwkm stores, pay the 
clcrk r hand over the Game the fames record¬ 

ed directly onto them. TM* »irVU# V»W be available for 
selected Soper Famicom games up fft 32 mctfiMte in size 
with 256K RAM. The Pak can hold up to seven game* at a 
dme, and it costs about $40. Available game* include Super 
vtario All-Stars, F-Zero r Fire Emblem and new titles like 
super Mini 4WD and Derby Stallion for NR Because there 
are 17 million Super Famkoiro in Japanese households, 
Nintendo figures the Power market can be subs tantial. 


Power 


ITHE 

SUPER NES 


We told you about the new look for the Super NES piOri- 
ously in Pak Watch. Now it's time to unveil the sleek oert 
system. As wc mentioned before, the new hardware packs in 
all the electronics in about half the number >f component 
Gone are the Game Pak eject lever and RE Modulator, but 
for nr J rs the new Super NES is the best 
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The holid^rs are Vt— ,—_y| ■■ 

sneaking up on us as fast 1 0 ) /T\fl 
as a turbo-boosted badger in a ^ ‘ > \ ^*'|| 
racing hovercraft. Before you U'^-7 IB ™ 

know it, the December issue of Nintendo Power will 
squeal into your mailbox, featuring the revolutionary 
racing/adventure from Rare-Diddy Kong Racing. 


ZELDA 64^f* 
SHOWCASE 

The N64 game we're all dying 1 ]j 
for Is closer than ever to com- 
pletiqp, and we've got the 
shote to prove it Nintendo Co. 


Racing on the amtinentinthe 
hottest cars on earth turns out 
to be quite a thrill. Titus 


BOMBERMAN 64 


Nintendo couldn't pass up 
this dasslc adventure and 
multiplayer game from 
Hudson Soft, Well bring you 
all the explosive action next 
month in a strategy review. 


mm 


Ltd. in Kyoto, Japan, is sending- 
Power exdusive photos of the 
most anticipated adventure 
game of all-100 shots yoij 
won't see anywhere else! 


knocks off a winner with 
Automobili Lamborghini, and 
Nintendo Power provides all 
the road maps you'U need. 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



